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■Dick Vitale 

Equally 

a^some t 

basketball ’ 

commentator ' 

and coach ^ 








Here’s the only 
Genesis basket¬ 
ball game with 
a 3 D rotating 
court - and me, 
Dick Vitale! 


I live and breathe college hoops. 1 eat 
it, I sleep it, I drink it, I love it, 1 
need it. And now you can too - 24 
hours a day, 365 days a year. The folks 
at Time Warner Interactive have created 
a college basketball game that’s so much 
like the real thing, I can’t believe it! 

The game’s so awesome. I’m proud to 
have my name on it. Just check out all 
the prime time features of Dick Vitale’s 
“AWESOME, BABY!” College Hoops: 

• A 3-D scaling and rotating court 
puts you m the game, not just 
watching from the sidelines. 

# Real on-court sounds and commen¬ 
tary from yours truly. You can even 
use my plays from my college and pro 
coaching days. 

• Real college basketball action and 
rules with 32 teams in 4 confer- 
. ences. Choose from Tournament, 2-on-2 
Slamfest and Single game modes with 
6 speeds and 3 difficulty settings. 

# 5-man teams with real moves: ball 
stealing, behind-the-back passes, 
lay-ups, hook shots, power slam dunks, 
reverse slams and monster 3-pointers. 

Play it and you’ll be screammg, 


“Awesome, Baby- 
with a capital A!” 


675 Sycamore Drive 
Milpitas, CA 95035 
408.473.9400 
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This official seal is your assurance 
lhal this producimeels the highest 
qualify slandards of SEGA-. Buy 
games and accessories with this 
seal lo be sure that they are compat¬ 
ible with the SEGA'GENESIS- 
SYSTEM. Sega and Genesis are 
trademarks of Sega Enterprises, Lid. 
All rights reserved. The Videogame 
Rating Council, its rating system, 
symbols and indicia are trademarks 
of Sega of America, Inc. ©1993 
Sega. DICK VITALE’S‘AWESOME, 
BABY!;, COLLEGE HOOPS: TM& 
©1994 Time Warner Interaclive. 

Inc. All rights reserved. 


















PAGE 14 Hotline 

3DO to introduce new machine next year ... 
Interactive actors demand rights ... Microsoft 
suit settled ... Industry spotlight... Ratings ... 
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Does the media believe that only children can 
enjoy interactive entertainment? Get a clue! 
PAGE 1G Feedback 

Independent software developers becoming 
rare? Advertising half-completed games. 
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Will the Ultra 64 be cartridge or CD? When 
will it be ready? Many anxious gamers await. 
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The latest and greatest in PC sound boards. 
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Who will rule the new burgeoning digiverse?! 
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Who said that? Find out the latest Cyber buzz. 
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What is multimedia and where does it apply? 

PAGE 129 The Kunkel Report 

Game designers are no longer faceless cogs in 
the industry; witness the birth of the “creator.” 


PAGE SG When Worids Collide 

Hollywood and gaming are closer now than 
ever. The unity of these giants will introduce 
us to new levels of interactive entertainment. 

PAGE 74 Cartridge 

It’s the surreal world of Earthworm Jim! 
Check out this original game by Playmates. 
PAGEGG Disk 

It is finally here! Gain a new perspective on 
the dark side team in LucasArt’s Tie Fighter. 
PAGE 1G4 CD-RDM 

Understand the Way of the Warrior with a 
little help from your 3DO game system. 

PAGE IIG Edutainment 

Help your child learn with Treasure Galaxy 
and Launch Pad: Desktop for Kids. 
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Chaos on the Electronic Highway. Strategy 
guides for games Super Metroid and Doom. 
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Has Rebel Assault well and truly licked." - 
_^ Edge Magazine 


©1994 NOVASTORM and 

all other related tradennartcs, likenesses, raid 
art are trademarks of PsyOTOsis, Limited. 
Rebel Assault is a registered trademark of 
LucasArts Entertainment Company. 
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say that 
I am 

anxiously 

awaiting 

the dawn 

of truly 

interactive 

television 

•—and 

maybe a 

^delete* 

button on 

tomorrow's 

remote 

controls.” 



Not just kid stuff any more 


There’s only one thing that sets me off worse than 
when the media rattles on and on about electronic gam¬ 
ing like it’s an activity unknown to anyone past puber¬ 
ty. Recently, after a brief report about Access' Under a 
Killing Moon, the anchorwoman simpered, "My son 
loves those games." Her male colleague nodded sagely, 
as though what she said was in any way relevant to the 
sophisticated interactive movie that had flashed across 
the screen seconds earlier. 

That’s when I start shouting at the screen. I don’t 
want to single out anyone by name, in light of the gen¬ 
erally pathetic coverage our hobby gets from radio, 
television, and print publications. Let’s say that I am 
anxiously awaiting the dawn of truly interactive televi¬ 
sion—and maybe a “delete" button on tomorrow’s 
remote controls. 

What could ruffle my 
habitual good humor 
more thoroughly than the 
mainstream media’s 
affronts? It’s when I hear 
the same kind of unin¬ 
formed comments from 
people who should know 
better—members of the 
electronic gaming 
industry. 

One incident at the last 
Summer Consumer 
Electronics Show crystal¬ 
lized my dissatisfaction 
with the way so many 
industry people repeated 

the outmoded and inaccurate cliches that have dogged 
this industry for far too long. 

We were, visiting a hotel suite hosted by one of the 
largest video game and computer entertainment pub¬ 
lishers in the world. They had at least a half-dozen 
major releases, which its staff proceeded to demon¬ 
strate for several EG editors, including Bill Kunkel and 
Joyce Worley. 

Our guide demonstrated a particularly pointless side 
scroller that she hailed as a new level of complexity 
and sophistication. Then she turned to the sequel to one 
of my favorite games, which looked even better than 
the original, and said that it was probably good for 
8-year-olds. 

I barely camouflaged my utter shock. I’d already 
played a preliminary version of the cartridge. Like 
everyone who saw it with me, I thought it was clever, 
cute, witty, and Just challenging enough to keep players 
romping through its varied and innovative game-world. 
She had arrived at her assessment, I learned through 
discreet questioning, based on two “facts”: the graphics 



were in the cartoon-style, and video games are played 
by little kids. Presumably, she was unaware that adults 
have been known to watch cartoons (Who Framed 
Roger Rabbit and The Lord of the Rings to name two) 
and that the average 16-Bit gamer is in high school, not 
grade school. 

The phrase “self-fulfdling prophecy” comes to mind. 
If publishers develop games based on the assumption 
that players are preteens and market them with the 
same thought in mind, mature players will get the “stay 
away" message. There won’t be games with the depth 
and texture such players demand, and the ads may give 
them the impression that there's no place for them in 
electronic gaming. 

Nothing could be further from the truth. Cutting- 
edge technology makes it possible to offer games and 
entertainments capable of 
giving anyone a satisfy¬ 
ing interactive experi¬ 
ence, no matter what 
their age. Someone had 
better let the software 
publishers in on that 
information. Otherwise, 
the industry will turn off 
potential new customers 
faster than the mass mar¬ 
ket turns on the new plat¬ 
forms. 

We Get Letters 

It’s not just the mail¬ 
man who brings your comments, questions and sugges¬ 
tions to the Electronic Games editorial office these 
days. A couple of issues ago, we quietly introduced an 
electronic mail address for the convenience of our 
many readers who prefer the digital highway to the 
U.S. Po.stal Service. 

Maybe we introduced it a little too quietly. Consider 
this a formal, if not quite engraved, invitation for 
everyone who reads this magazine to send me your 
opinions. 1 can honestly promise that I read every sin¬ 
gle electronic letter personally as I download them for 
Managing Editor Ross Chamberlain, who writes almost 
all of the editorial replies you read in “Feedback” each 
and every month. 

One favor, though. Please put your name in the 
letter so we know who to credit for all those brilliant 
thoughts. 

So if you want a direct line to the folks at EG 
E-mail me at elecgames@aol.com. 

by Arnie Katz 
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Designed to meet your need for speed and control, 
the Super VVbrrior is the first available from a 
newline of IBM compatible game controllers 
called the Lethal Series by QuickShot, 

The Super V\fcirrior is ergonomically designed 
with four positive response fire buttons, a 
smooth tracking bio grip, and high speed auto 
fire capability, /Vid with a built in throttle 
control for flight simulation games, youll 
definitely get that extra thajst you need to 
take on any enemy. 




QuickShot Technology, Inc. 

47473 Seabridge Drive, Fremont CA94538 Tel: (510)490-7968 Fox: (510)490-8370 
QuickShot is a registered trodemcrk Super Vtorior and Lelhal Series ere IroderKimes of QJekShot Ratent (JSVD Ltd. 
Ali other product romes ore registered trademaks or tradenames of their respective companies. 











Wh.eth.er the FDA approves or not, your eating habits are 

about to chan<;e. Meet GEX: your t ongxie - snapp ing, 
3niSr’'t""a,SS alter ego. With this |X0OlxO*S gravity 
defying grip and tllTaslling tall, you'll prowl 
a twisted world of TV-villains and B-movie 
scoimdrels, hurling Wick6<3. 01X0 *”1111613 
and fireballs. It’s one bra in-frying, TV-land trip, 
where dining out means CrUTlCliy dragonflies, juicy 

grasshoppers, tasty fleas and caterpillars. 
Not exactly the colonel’s snack’n pak, hut 
lip-Smackin* good, just the same. Without these 
Skanhy nuggets o’hug to mimch for power, 

you’re roadkill, baby. Oh, you’ll tUSt a few 
of Miss Manners' rules in 
this 32-bit battle. But hey, 
only WIISSiGS 
worry about good taste, 

right? 


Call 1-900-737-4767 

to heai Dam Gould's hilaiious GEX loutines. Yeah, it'll cost ya' a few coins oi so. But you'll cou^ up 
a lunc as he sends you leelinit with side-splitting laui^tei liV.e only a guy tho CD'd on 70's TV can. 
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‘Wo one 
will ever 
take 
games 
seriously 
until the 
companies 
realize 
that a 
game can 
deliver 
adult 
messages 
as well as 
any book 
or movie.” 



The GHEnoiziNB of Gamino 


I’ll cut to the chase without any preamble: I’m disap¬ 
pointed with the gaming industry. It has the potential to 
rival the other “biggie” entertainment branches, but for 
a myriad of reasons, it probably never will. 

Huge software houses have developed a strangle¬ 
hold on the market; independent designers are becom¬ 
ing very rare. This may not sound like a big deal, but 
much of the creative energy of gaming comes from the 
small publishers. 

The gaming gurus at the software houses are doing 
more than simply copying ideas; they are slowing the 
acceptance of gaming as mainstream entertainment. 
With their prima-donna antics, most people look at the 
industry as a little child, fit only for hobbyists and 
fanatics. 

The squabble over a ratings system has only rein¬ 
forced the childish image of the computer/video game 
industry. Nintendo, for instance, has scared off adult 
gamers by removing any ‘inappropriate’ material. No 
one will ever take games seriously until the companies 
realize that a game can deliver adult messages as well 
as any book or 
movie. By 
removing these 
themes, the 
games can only 

puter companies 
have gone in the 
other direction. 

With no checks 
on their prod- * DOOM 

ucts, they have 

capitalized on adult issues with little regard for the 
consequences. Pornography is getting a toe-hold in the 
industry, diverting attention to their inferior products 
while superior games are ignored. Of course, movies 
and books have their share of porn, but it does not get 
the level of attention that the gaming versions do. 

As Mr. Simpson (William, that is;) said in the previ¬ 
ous issue, too much emphasis has been put on glitter & 
eye candy, and so, has let the game play suffer. While 
this is not true in some instances (Doom & Privateer 
were very enjoyable), many games are suffering from 
this disease. 

Serious reforms will have to be enacted to put 
electronic gaming back on the track to what was once 
heralded as the entertainment of the future. 

CORIC@AOL.COM 

Some of us are old enough to remember the media 
attention put on hooks when Supreme Court decisions 
opened the way for ‘adult’ material to be published 


above ground, rating systems opened the way for 
‘adult’fdms, and let us not forget the intermittent con¬ 
troversies over rock ‘n ’ roll. Every loophole will be 
exploited by some and the media loves it when they do. 
But meanwhile, look where they are now ...It doesn’t 
bode that poorly for gaming’s future. 

By the way, you ’re our second writer to send us 
e-mail on our on-line address (see below). We encour¬ 
age this, but hereafter we do request that letters for 
feedback include a name and address ... Your letter 
qualifies as the winner of the STD controller this 
month; please contact us so we can pass it on to STD’s 
prize department. 

license to Chill 

Your article on bad licenses in the July issue made 
me think about it, and here’s what I came up with. First 
of all, the James “Buster” Douglas game was basically 
Romstar’s Final Blow with a famous name slapped on 
it. Sega did not rush to get Holyfield’s name; in fact, 
the game was not made until two years after the Buster 
Douglas game. Another thing not clear is the fact that 
the Pat Riley game was one of Sega of America’s first 
games, and it was originally scheduled to be released 
as Super Basketball, sans the Riley license. The bad 
licenses for poor Sega also haven’t ended there. Some 
names I can think of are Cool World, Marky Mark, and 
INXS, just to name a few. Fortunately, Cool World 
was scrapped. 

Another thing: Mike Tyson’s Punch-Out had noth¬ 
ing to do with aliens. In the game, the player was a 
character called Little Mac who started from an ama¬ 
teur and worked up to a bout against Tyson. The game 
referred to must be Power Punch 11, a game by ASC, 
which has a hero resembling Tyson, and was apparently 
the sequel to Punch-Out, In fact, Nintendo reissued 
Punch-Out taking out all references to Tyson. 

Let’s not forget. Global Gladiators was actually a 
sequel of sorts to McKids, another Virgin game, this 
time for the NFS, that was related to McDonalds, and 
Global, because it was being programmed by David 
Perry anyway, wasn’t going to use anyone but the stars 
of the NFS game, Mick and Mack. But Ronald 
McDonald does have a few cameo appearances in the 
game, which is very environmentalist. By the way. 
Treasure of Japan created Treasure Land, which was 
released by Sega, and is a McDonald’s license as well, 
has Ronald McDonald as the main character, and is a 
vastly superior game to Global Gladiators. 

Syd Mead, the futurist who worked on CyberRace, 
also helped work with Terraforming, a game for the 
PC Fngine Duo, but I’m not sure if T.T.I. brought it 

Finally, some little corrections in your magazine. 
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“...Spike McFang is the man!”e^m^ Players Magazine, 
June 1994^ “Editor’s Choice - Goid!” Electronic Gaming Monthly, 

piayfui 

Game Pro Maga- 

this 
any 

Power, 

excei- 

ient sto^gpnnn^wesome graphics!” 

Electronic Gaming Monthly, June 1994 ■ ■ ■ Spike McFang is the 


Spike 


June 1994 


game 


zine, April 


Video 


June 1994 ■ 


game you want to piay.” Video Games Magazine, March 1994 



We couldn’t have said it better ourselves! 

Searching for a new action adventure game? Well, look no further. Introducing The Twisted Tales of Spike 
McFang, the game the critics fell for head-over-cape. Talking rocks, fire-breathing zombies, killer garhc and a hip 
vampire with a deadly hat and cape. Don’t miss this classic battery-backed adventure in the tradition of Zelda®. 
Visit your local retailer, or call 24 hours: 1-800-695-GAME (USA and Canada). 

Bullet-Proof Software 

8337 154th Ave. N.E., Redmond, Washington 98052 (206)861-9200 










Meet Mutt. He's grouchy. He's grumpy. But hey let's face it. a little time in the underworld can make anyone a little edgy. And 
now Mutt has a problem. Ybu see, he was chosen to get the Mystical Pizza of Plenty for his friends. And with all due respect to 
the eternally damned, the service in the underworld really sucks. In "Litil DivH',' you can help Mutt as he makes his way through five soul-repenting 
levels in the Labyrinth of Chaos. Along the way you'll encounter gigantic spiders, demonic fish, and a few other things your priest never warned you 
about. All in a search for a double pepperoni with cheese. A few hours with Mutt, and you'll really appreciate that 30-minute-free-delivery thing. 

I PC CD-ROA/T] -- 1 PC Floppy~~| 

Optional Digital Video Cartridge required for CD-i. Litil Divir” e 1993 Gremlin Graphics Software Limited. We apologize to anyone whose name actually is Mutt or, lor that matter, any fire-spitting demons we may have offended, o 1994 Philips Media. All rights reserved. 
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The actor’s name in Prize Fighter is Dick 
Miller, not Smith, and the Comedy Channel 
does not exist. Its name is Comedy Central, 
hut it is half owned hy Viacom and half 
owned by Time Warner. 

Chad W. Siat 

Bangor, ME 

Bill Kunkel responds: the Holyfield game 
was actually released twice, Chad, and the 
Mike Tyson game with aliens (not from 
Nintendo) was called Tyson Intergalactic 
Punch-Out. You're right about Dick Miller, 
who starred in a bunch of Roger Carman films 
and even in Gremlins. You’re right, too, about 
the Comedy Central name—it used to be the 
Comedy Channel, and our timelines slipped 
twixt the fingers and the keyboard. 

Don't Dd Before Their Time 

Ahhhh! These computer game companies 
are driving me crazy! How can they get away 
with advertising their games in magazines 
long before they are even 1/4 of the way from 
completion? Some don’t necessarily advertise, 
but they release sneak previews to magazines 
which are mostly just short animation clips 
and a description of what the game will be 
like. For example, I had heard about Front 
Page Sports Baseball in numerous maga¬ 
zines, including a well-designed insert adver¬ 
tisement, months ago. I called Sierra around 
May 20, and they told me it would be out July 
15. So I called back July 15 and they told me 
not until the middle of September. The prob¬ 
lem has been even worse with Bethesda and 
their new NCAA II. I understand that these 
companies want their games to be perfect 
when they release them, and that they want to 
get a jump on their competitors so they adver¬ 
tise early, but this is getting absolutely ridicu- 

Joe Quillici 
Chico, CA 

When you read about a game here, then you 
know whether it’s due for release or "in the 
works ”—along with an estimate of when the 
game is anticipated to hit the stores (based on 
press-time information). Of course, delays 
happen, and in the complex process of prepar¬ 
ing a game for market Murphy’s Law has any 
number of opportunities to take effect. Ads 
take time to prepare (it’s a complex process in 
itself), and timing promotional and teaser 
advertising for a specific period in advance of 
the actual release of a game is a bit like pre¬ 
dicting the weather or the stock market 


iEtier tantEst 

Win an STD controller! Each month 
EG selects one letter and the writer 
gets a choice of one of STD’s fine 
line of controllers for SNES, Genesis 
and computers. 


months ahead; some do it better than others, 
but chaos theory and the capriciousness of 
fate apply. 

Ulill the Real 3-D Please 
Stand Dp 

Kudos to Bill Kunkel for his excellent arti¬ 
cle on Virtual Reality, However, there is one 
little error in his article. 

When talking about Virtual Reality audio, 
or 3-D Sound, it is important to note that 
Q-Sound is not three dimensional. Q-Sound 
(the actual company) will tell you it is merely 
a stereo enhancement, capable of producing 
sounds in a 179 degree area (in front of the 
head). True 3-D sound should be able to be 
positioned anywhere around the head (360 
degrees). 

Many of the new HMDs, such as Forte’s 
VFX1 want to create an immersive environ¬ 
ment. Because most if not all HMDs use head¬ 
phones for audio, Q-Sound does not do the 
job, since it cannot be heard through head¬ 
phones. Other technologies such as the Focal 
Point Audio solution, which Advanced Gravis 
utilizes with its UltraSound family of audio 
cards, can place sounds in a 360 x 360 degree 
sphere anywhere around the head, including 
behind, above, below, and in front. 

UltraSound audio boards can playback this 
audio using either speakers or headphones, 
mandatory for a true 3-D experience. 

Thanks for your time. 



Bryan Del Rizzo 
Marketing Communications Executive 
Advanced Gravis, Bellingham, WA 

Many thanks, Bryan, for your explanation 
... and congratulations as the first letter writer 
to use our new E-mail address. While a bas- 
relief frieze has less depth than Rodin’s The 
Thinker, both are three-dimensional works, 
where even the deepest-appearing work on 
photographic paper is still two-dimensional. 
The analogy may not be perfect, since stereo¬ 
phonic sound can, with clever phase adjust¬ 
ments (like Q-Sound and other products like 
the Omnisonix Imager that have been around 
a while seem to come from almost any direc¬ 
tion. (We know, technically, it can’t he wider 
than the 179 degree spread you mention; 
subjectively, it differs by the listener.) Under 
immersive VR requirements, however, where 
the effect needs to maintain a consistent direc¬ 
tion when the listener’s head moves, perhaps 
it’s necessary to concede that full 3-D needs 
more than just phasing tricks. 

We love to hear from you folks; notice our 
expanded letter column space? Let’s hear from 
more of you! Write to; 

Feedback, % Electronic Games 
330 South Decatur, Suite 152 
Las Vegas, NV 89107 
... And now, contact EG on-line! 

E-Mail Address; elecgames@aol.com 


all the thrills of CIH with¬ 
out having to sacrifice a lot of dead 
presidents. Just buy the Magnavox 450 
CDh, starting at $299.99r and you'll be 
able to torment your nervous system 
with hundreds of interactive games, 
audio CDs, photo CDs, and movies. Plus, 
each 450 CD-i comes packed with 
Compton's Encyclopedia and 2-player 
in (that's a $200 

value, free). So, pick 
up the Magnavox 450 
CD-i. Because just 
sitting there coveting it 
cant be good for the soul. 



inis Open c 1992 Philips Inteiaclive Media Frai 
■ _ i 01992 Compton's NewMedii 
All Rights Resenied. c 1994 Philips Media. All righls tesetved. 









THE inSIDER'S GUIDE TO THE ElEtTRORIC EnTERTninmERT IRDUSTRV 


The Bulldog h loose! 

The Next 3DO Console Shows its Pedigree 



mapped polygons per second, 
and 400 MB per second bus 
bandwidth, described as three 
times greater than Sony’s 
PlayStation or top of the line 
Pentium computers. It also fea¬ 
tures full hardware support for 


Trip Hawkins is currently 
putting together a software devel¬ 
opment department and plans to 
have seven or eight separate 
teams to work on Bulldog games 
to be ready in time for the hard¬ 
ware launch. 

Third-party 


developers will receive their 
development kits next spring; this 
probably means that the third- 
party Bulldog software will 
appear first quarter 1996. 


The Company Revs Up 
Software had a slow start 
when 3DO went to market 
at the end of 1993. but it’s 
off and running now. The 
company expects 100 
3DO titles to be available 
by the end of this year, in 
sharp contrast to the limited 
number of entertainments 
available at the time of the 
machine’s introduction. 

Many industry analysts 
thought that it was a mistake 
insi.sted on 

out their 3DO machine 
last fall, when the software 
’t yet ready. They felt it 
made a poor impression. 

Dave Dempsey, from 
Electronic Arts, explained: 

was some concern 
from software publishers about 
the hardware releasing before 
there were 20 or more titles 
available. 

“The feeling was that 
Panasonic was overanxious 
to launch the machine, and 
sales were sluggish 
because of the lack of 
software. 

"You need the appli¬ 
cation of software to 
generate excitement in 
a new machine." 


There’s a new dog coming 
down the street, as 3DO prepares 
to unleash a new system for 
Christmas 1995. 

Codenamed The 
Bulldog, the 64-Bit 3DO 
machine will be down¬ 
wardly compatible with 
existing 3DO machines, 
and all existing software 
will work with it. In addi¬ 
tion to the new console, the 
Bulldog system will also be 
available as a $100 upgrade 
cartridge for current 3DO 
machines. “When it was 
introduced, the 3DO system 
was meant to be a platform 
which could be built on, as 
the inevitable 
advancements are 
created,” said Bob 
Faber, 3DO’s 
senior. VP of 
sales and market¬ 
ing. “Any new 
upgrades in 3DO will 
absolutely remain 
downwardly compatible.’’ 

The advance infor¬ 
mation is impressive. 

The machine is 
based on a 64-Bit 
RISC processor, 
with MPEG 1 built 
in. The engineers 
call it a “66 MHz 
single cell 
SDRAM system.” 

(The current sys¬ 
tem uses dual cell 
25 MHz DRAM 
architecture.) They 
promise a walloping 
250,000 texture- 
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Peripherally Speaking 

The company has ramped up 
its support to developers, and 
third-party accessories are begin¬ 
ning to show up. 

3DO shipped its MPEG encod¬ 
ing system to software develop¬ 
ers in July, and GTE Interactive 
will also market and distribute 
the system. The 3DO Real-Time 
MPEG Encoding System is a tool 
that uses a point-and-click inter¬ 
face to encode digital or analog 
source material. The end result is 
a more affordable way to encode 
video and audio into the MPEG 
format. 

American Laser Games is 
already shipping its Gamegun. a 
light gun for the 3DO. The col¬ 
ored plastic pistol takes the place 
of the control pad. ALG designed 
it to go with their own live-action 
shooting games for 3DO, Mad 
Dog McCree, Who Shot 
Johnny Rock?, and Mad Dog 
II: The Lost Gold. 

TDK also signed a peripheral 
license agreement. They plan to 
manufacture and market a 3DO 
Memory Card early in 1995. This 
will enable gamers to save games 


ncHSPics 

CPU: 66 MHz RISC processor 
(possibly R series) 

Memory: 4 Mb SDRAM; 4K 
Instruction cache; 4k data cache; 
32k or 64K non-volatile RAM; 
400 Mb/sec bandwidth 
Graphics: 100,000,000 pixels 
per sec; 250,000 mesh (textured) 
polygons per sec; triangle 
engine (130,0(X) triangles per 
sec); hardware texture mapping 
(bi-linear interpolation); point 
sampled and MIP mapping; 
Gouraud shading on Alpha and 
RGB channels; true 3-D 
perspective in all modes; full 
Z-buffer support 
Colors: 24-Bit color; 8/16-Bit 
CLUTS 

Video: MPEGl built in, with 
flexible rates and multiple ' 
stream rates; MPEG2 to follow 
as an option 

Resolution; 640x480-320x240 
Storage: Double-speed 
CD-ROM drive; 2:1 hardware 
decompression (matching 
PK.ZIP) 

Miscellaneous: 

NTSC/PAL/HDTV/wide NTSC 
and support for SVGA; 32K 
RAM carts for saving data; 

DVD CD standard by 1996 
Available; Christmas 1995 


to the card, then transport them 
from one 3DO system to another. 

CH Products will ship their 
3DO joystick before Christmas, 
and Logitech will present a mouse. 

Perhaps the most dramatic 
peripheral to be introduced this 
year is Creative Lab’s 3DO card 
for PCs, to allow play of 3DO 
software on computers. The price 
ranges from around $400 to 
$700, depending on the configu¬ 
ration. 

There are other, even more 
dramatic peripherals in develop¬ 
ment, including modems and, 
eventually, a keyboard. 

The Human Investment 

In a dramatic demonstration of 
his continuing faith in the prod¬ 
uct, Trip Hawkins, currently the 
chairman of the board of 


Electronic Arts, announced that 
he would not stand for reelection 
to the Board of the company he 
founded in 1982. Instead, he will 
focus his time on 3DO. There 
was an additional reason: EA and 
3DO are both involved in making 
software for the system, and 
there was concern that there 
might be a future conflict of 
interest. 

Trip’s putting his money where 
his mouth is, too. He upped his 
stake in 3DO in June, with a pur¬ 
chase of one million shares of 
stock costing $12.4 million. 

Since Trip founded the 3DO 
Company, he has always believed 
that the 3DO will become the 
standard platform for consumer 
multimedia. 

‘95 Software Plans 

Bob Faber says that he knows 
of over 40 projects in develop¬ 
ment, slated for mid-1995. 

Larry Probst, president and 
CEO of EA, reinforced that com¬ 
pany's interest in the system: 
“Our commitment to the 3DO 
platform remains strong ... The 
company has already released 
four 3DO titles and it has 15 
more in development.” 

Mark Skaggs, president of 
Tetragon, is looking forward to a 


good year with 3DO in 1995. 
“Our second title for 3DO will be 
ready for February, and we’ve 
started on another that will be 
ready for mid-year. It’s a great 
system, and I have a lot of confi¬ 
dence in its future!” 

The 3DO World 

“The world market is huge,” 
Robert Faber told EG. Faber was 
just named managing director of 
the 3DO European office, and is 
moving to England to establish 
the 3DO office in London. He’ll 
be responsible for marketing, 
sales, and development activities 
throughout Europe. “There are 
already over 200,000 units 
installed worldwide,” he 
explained, “and we expect that 
number to reach over a half 
million by the end of this year.” 


It already is on sale in the 
Orient. The Panasonic 3DO is 
available in the USA and Japan. 
GoldStar Electronics is launching 
its 3DO machine this year in the 
US and Korea, and Sanyo 
Electric will launch their system 
this year in Japan. 

Spokesmen for the system are 
equally optimistic: “After all, the 
[64-Bit] systems from Nintendo, 
Sega, and Sony won’t be out for 
Christmas.” 

Reliable sources say that the 
manufacturer’s suggested price is 
about to drop to $399. 
Considering this new price point, 
the impressive array of games 
available, and renewed confi¬ 
dence in the future plans of the 
company, it seems likely that 
gamers will want the machine. 
One purchaser explained, 
“Knowing that there’s going to 
be an improved machine, and 
that I’ll be able to upgrade to that 
level makes me feel like I’m buy¬ 
ing into a system with a future.” 

Dave Dempsey summed it up 
with this statement: “Now there 
are more games ... awesome 
titles, which together with the 
lowered price of the hardware, 
should increase sales dramatical¬ 
ly this year.” 

(Joyce Worley) 


"...You need the application of 
software to generate excitement 
in a new machine..." 




pmuoNX 

JJ Barrel — he’s every¬ 
where! He desktops by night 
and speaks the truths others 
dare not utter. JJ puts his pri¬ 
vate eyes and inside spies 
into every corner of electron¬ 
ic gaming. Our investigative 
ace takes no prisoners. 

And now, direct from Parts 
Unknown... JJ Barrel! 

Nintendo gets along better 
with the press these days, but 
the Big N still has lessons to 
learn. They are now willing 
to show eproms of forthcom¬ 
ing games to magazines, but 
they send each one with a 
personal escort who stays 
with the game for a day or 
two while an editor plays it 
to gather information for a 
preview. Then courier and 
cartridge return to Washing¬ 
ton.... 

“There can be only one...” 
That’s a quote from the intro 
to each episode of 
Highlander, but it also 
applies to interactive enter¬ 
tainment trade shows. CES 
Interactive and E^ are sched¬ 
uled for the same dates (see 
“Hotline" this issue for the 
whole story), but bet the farm 
that only one will actually 
open next May. Some com¬ 
panies are hedging their bet, 
taking tentative space at both 
shows, but with the intention 
of only going to one... 

The Brothers Grunt, the 
latest addition to the MTV 
lineup, will be a video game 
project in the near future. 
Viacom, which has the inside 
track on all MTV and Nickel¬ 
odeon licenses, will publish... 

EG’s own Barry Friedman 
(his column starts in the next 
issue) won a friendly pool on 
when America OnLine will 
gets its one-millionth sub¬ 
scriber. The canny Canadian 
correctly predicted the net¬ 
work’s meteoric rise almost a 
year ago... 

Philips has started a music 
division. Its Nine Inch Nails 
CD-i title is drawing raves 
from alternative rockers... 






Complied by Joyce Woriey 
a Ross Chamberiin 


DID YOU KHOW... 

Sega Enterprises opened 
Joypolis, its first theme park, in 
Yokohama. The company plans 
several more amusement parks 
for Japan, and one for the U.S. 
next year... The Amusement & 
Music Operators Assn, awarded 
45 Hesch Scholarships of 
$1000 each, for the 1994-5 
school year. This makes 181 
scholarships given by the coin¬ 
op group since 1985... 

President Clinton gave the first 
Presidential Award for multi- 
media Design Excellent, to 
InterNetwork, for its CD-ROM 
Arctic Data Interactive. The 
awards are given every four 
years, by the National 
Endowment for the Arts... SDI 
Virtual Reality Corp. will give 
$250,000 in prizes for the best 
four-minute computer animated 
video of a virtutd reality expe¬ 
rience. Get details and entry 
form from SDI Virtual Reality 
Corp. Prod. Devel. Director, 
Royal Trust Tower, #1902, 77 
King St. W, TD Center Box 
272, Toronto, Ontario, Canada 
M5K 1J5... America OnLine 
now has over 1 million 
subscribers... 

lASERAOm 
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Pioneer Electronics lowered 
the suggested retail price of the 
LaserActive player by $235, to 
$735, and reduced the price of 
two game control packs to 
$485. The game packs fit into 
the player and emulate the 
Sega Genesis or TurboTech- 
nologies’ Duo, so that those 
software libraries are available 
for play on the LaserActive. 

New software currently in 
development includes an envi¬ 
ronmental program being com¬ 
pleted by Robert Redford and 
New Learning Project. The 
company expects to have 20 
entertainment titles available 
by year’s end. 


mRIUMVHIS 
JMUAR CD-ROM 


Atari Corporation’s CD-ROM 
drive for the Jaguar will be ready 
in time for holiday shopping. 



Slated to retail at $199.95, it lets 
the Jaguar system play CD-based 
video games, audio CDs, and 
CD+G. 


The unit fits into the cartridge 
slot of the Jag and has its own 
slot for cartridge-based games, 
which also allows some applica¬ 
tions to use both ports at the 
same time, such as an MPEG 
video cartridge to come soon. It 
can also be used for special stor¬ 
age cartridges that save mission 
data statistics on Blue Lightning, 
a high-speed aerial combat game 
also due for Christmas release, 
and for other CD software titles 
to come. 

Other Jaguar CD games 
scheduled for this year include 
Battlemorph, Jack Nicklaus 
Cyber Golf, Highlander, 
Creature Shock, and 
Demolition Man. There should 
also be some third-party titles 
ready to ship this fall as well. All 


together. Atari President Sam 
Tramiel claims, there will be 30 
to 50 Jag titles ready for the holi¬ 
days, including cartridge games. 

The CD-ROM peripheral also 
incorporates an exclusive: the 
Virtual Light Machine (VLM), 
which creates an on-screen light 
show from the data on audio 
CDs. It was designed by 
Tempest 2000 author Jeff Minter. 

Another holiday offering is the 
Jaguar Voice/Data Modem, made 
by Phylon Communications. 
Gamers play against each other 
over the phone and can speak to 
one another as well. It includes a 
pause feature so a call waiting 
message can be answered without 
breaking the connection. Games 
to take advantage of it are Doom, 
Club Drive, and Iron Soldier. 


T»HQ is angling deep 
waters; the company licensed 
the Bass Masters Classic (the 
tournament for bass fishers) 
for their upcoming SNES and 
Genesis game, a realistic 
simulation of the sport... The 
Aura Interactor virtual reality 
vest is touted in Acclaim’s 
Mortal Kombat II and 
Williams’ Double Dragon V 
and Troy Aikman NFL 
Football. Both companies 
also plan future games with 
special audio cues to trigger 
Interactor responses... AT&T 
plans to buy all of Sierra’s 
shares in The Imagination 
Network. The deal will prob¬ 
ably include an agreement for 
Sierra to provide programs 
for INN for several years... 
Times Mirror, continuing its 
plans to become a leader in 
multimedia, made an invest¬ 
ment in Rocket Science 
Games. “Our strategy is to 
invest strategically in multi- 
media developers that have 
particularly strong technolo¬ 
gy and artistic creativity,” 
said Times Mirror VP Ann 


Corp. for a screen saver/cal¬ 
endar program with the squir¬ 
rel and moose, Boris and 


Natasha, Peabody and 
Sherman, and Dudley 
Doright... Music videos in 
MPEG CD format for PC are 
coming from Warner. The 
first is a collection from 
INXS... Asign of the times: 
Technicolor Optical Media 
Service, which manufactures 
CD formats, pressed over 2 
million CDs in its first three 
months of operation... Sega 
and MGM are going to do 
cross-licensing, of movies to 
games, and games to movies. 

DKTRI-OeAiS 

Hi-Tech got the license to 
market the PC version of 
Acclaim’s NBA Jam; it 
should be available in 
November... Sigma Designs 
will distribute the MPEG 
version of Tsunami's Flash 
Traffic: City of Angels. 
Sigma is marketing it for use 
with the ReelMagic MPEG 
board, which provides full- 
motion TV quality to the 
adventure... Virgin used 
NewLeaf’s electronic distrib¬ 
ution, now in use at 500 
Blockbuster stores, giving 
players a chance to play The 
Jungle Book (Genesis) 
before it was available for 
rent or sale. Look for more 
electronic sneak-peeks in the 
future... Dynamix’s as yet 


unnamed flight sim will be 
bundled with the Discovery 
Channel’s Wings Over 
Europe... 


Watch for a growth spurt at 
Humungous Entertainment; 
the children’s software maker 
Just got $1.2 million of 
investment capital. Shelley 
Day, pres and CEO, says 
they’ll double their produc¬ 
tion capabilities... Jim 
Henson Productions is col¬ 
laborating with Starwave 
Corp. Products will be based 
on Muppet characters. They 
also intend to develop new 
stories and characters for 
interactive media... World 
Library will work with Barr 
Media Group (the country’s 
leading producer of educa¬ 
tional films) on a line of 
CD-ROMs; the first title will 
be a program about team¬ 
work... Creative Multimedia 
is teaming with the 
Smithsonian Institute on 
Smithsonian’s America, an 
all-age study of American 
history based on the 
Institute’s collections... Hi¬ 
Tech is the first third-party 
developer for Sega’s Pico 
(the system for children.) The 
initial games are based on 
Barbie and Beethoven. 
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Attendees of the 62nd 
Annual Conference of 
Mayors last June relaxed 
between conferencing by 
using SimCity 2000 to build 
a utopian city. Over 100 may¬ 
ors cooperated (in itself a 
major mayoral accomplish¬ 
ment!) to rid their dream city 
of crime, while attracting 
industry, developing the 
waterfront, parks, and mass 
transit. 

Mayor Mike Johanns, of 
Lincoln, NE, found the game 
“fascinating and challenging,” 
even though he had no prior 
experience with it, and little 
history of game playing. “I 
started watching over some¬ 
one’s shoulder and was so 
intrigued, I sat down and 
started playing... It deals with 
some of the same problems 
we deal with, and shows how 
one good move can pay divi¬ 
dends, and how one bad mis¬ 
take can really baunt you for 
a long time.” 



n ulEui of the movors' ideal 
[Ky created an SimCity 2000. 


Marge Kafoury, director of 
government relations for 
Portland, OR, where the con¬ 
ference was held, had this to 
say about the game: “I can 
see that it can be a valuable 
tool for challenging people’s 
assumptions about how sim¬ 
ple decisions are. You really 
have to look at the ramifica¬ 
tions of decisions: if you do 
this, then that happens, and 
someone is unhappy. This is 
really, I think, a way for peo¬ 
ple to learn how to get a long 
view of actions that they 
make that they think may be 
shorter term.” 
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FIGHTING GAMES 
CROSSOVER 

Two popular fighting games 
showed up in non-electronic for¬ 
mats—a book and a set of action 
figures. 

Street Fighter: The Storytelling 
Game is a 196-page softbound 
book in full color from White 
Wolf, Inc., creators of such role- 
playing games as Vampire: the 
Masquerade and Werewolf: the 



Apocalypse. It is designed to be 
used as the basis for role-playing 


adventures starring fighting char¬ 
acters of Capcom's Street Fighter 
games. Players can also create 
their own heroes. 

Tyco Toys meanwhile intro¬ 
duced the Double Dragon action 
figure line, including Billy and 
Jimmy Lee, Vortex, and Blaster, 
plus, on the dark side of the coin, 
Shadowmaster, Trigger Happy, 
and Sickle. 

Also included in the collection 
are action vehicles, a dojo play- 
set, and the legendary Golden 
Dragon Sword with mask. 


TRIES OF THE (D-l 


mUPSADDS 

mo coMsous 

Philips introduced two 
Magnavox CD-i players at 
SCES. The CDI450 is slated 
for sale at $299, and comes 
bundled with the two-player 
version of International 
Tennis Open. The seeond 
player is $499; the CDI550 
comes with the MPEG-stan¬ 
dard Digital Video cartridge 
and Space Ace. Both units 
also have Compton’s 
Interactive Encyciopedia. 

John Hawkins, president 
and general manager of 
Philips Media Distribution, 
said, “We’re almost giving 
away the machines because 
we want to sell software.” He 
noted that 200,000 to 
250,000 units have been sold 
in America but expects that 
figure to double by tbe end of 
the holiday season. 

ro-f GETS TOUEHV 

MicroTouch Systems has a 
line of touch screen monitors 
for use with Philips’ CD-i 
players and a unit that allows 
use of present MicroTouch 
touch screen monitors with 
CD-i. All are “fully certified 
by the Philips Interactive 
Media Center in the Nether¬ 
lands,” according to Jay 
Waldron, vice president of 
new business development at 
MicroTouch. “Engineers 
from both companies worked 
closely together to design and 
develop a product that results 


in a seamless integration for 
CD-i systems integrators.” 

The first unit available is 
the TruePoint CD-i20, a 
$1,350 high-end monitor 
with many features including 
video resolution of 600-1- TV 
lines and a touch resolution 
of 1,024 X 1,024 touchpoints. 

JAMES BOND M 
€D DEBUT 

009 has gone where Bond 
has never been, with the mid¬ 
year release of three bond 
movies. Doctor No, From 
Russia with Love, and 
Goldfmger, the first three 
titles of the original James 
Bond series with Sean 
Connery, are the initial movie 
titles to be released on 
Philips Media Video CD for¬ 
mat, according to Emiel 
Petrone, senior vice president 
of entertainment acquisition 
in charge of the Video CD 
group. Three more James 
Bond titles— You Only Live 
Twice. Moonraker, and A 
View to a Kill, the latter two 
with Roger Moore—will be 
released in December. 

MGM/UA put an indefinite 
moratorium on video tape 
distribution of the James 
Bond films. “Video CD tech¬ 
nology provides a better pub¬ 
lishing platform for movie 
studios and record labels’ key 
products because it offers a 
variety of information that 
enriches film and music 
entertainment,” said Petrone. 

Philips Media anticipates 
that by the end of the year. 


there will be a Video CD 
library of more than 50 film 
hits and classics. 

EUU MOON GOES 
MUmMEDIA 

Philips Media Games and 
Full Moon Entertainment, 
direct-to-video filmmaker 
and distributor, are working 
together on a line of multi¬ 
platform video games based 
on Full Moon’s adventure 
flicks. First up. Josh Kirby ... 
Time Warrior, based on a 
series of six Full Moon films 
starring a young adventurer 
caught up in a battle between 
scientists, and Arcade 2, 
which pulls viewers into a 
video game universe: “You 
have three lives, you play 
multiple levels and you mu,st 
destroy what lurks at the 
nerve center of the machine 
or be destroyed.” 

“Since we develop every¬ 
thing from the ground up, it 
affords us the unique advan¬ 
tage to pre-plan and integrate 
our active projects into our 
films—and vice versa—from 
their inception,” said Charles 
Band, Full Moon’s chairman, 
president and CEO. 

Other recent agreements 
for new games from 
American developers include 
a trio from Interplay (the first 
two announced titles are Lost 
Vikings and Battle Chess), 
and Philips and Virgin will 
develop and copublish 
Creature Shock, Lost Eden, 
and another unannounced 
title. 





















MICROSOFT am 
CORNER 


Microsoft Corp. gave up its 
comer on the PC operating 
systems market in settlements 
with the Justice Department 
and with the Directorate- 
General IV of the European 
Commission. 

For many years Microsoft 
contracts required PC manu¬ 
facturers and sellers who bun¬ 
dled the MS-DOS operating 
system (and, more recently, 
Windows) to pay licensing 
fees based on all systems the 
company sold—not just those 
in which the software was 
loaded. The Federal Trade 
Commission had looked into 
whether this practice prevented 
computer makers from loading 
rival operating systems, which 
would have entailed their pay¬ 
ing double fees. Provisions 
included in the settlement 
loosened Microsoft restrictions 
that hindered development of 
software applications using 
operating systems other than 
MS-DOS or Windows. 

Bill Gates, chairman and 
CEO of Microsoft 
Corporation, said, “Many of 
our customers do business on 
global terms, and we are 
pleased that we have resolved 
this in a manner that will 
enable them to continue to 
license software from us easily 
and inexpensively throughout 
the world.” 

HOUDAY TREAT: 




Holiday buyers of Return 
to Zork in CD-ROM format 
(Activision-Infocom, PC or 
Mac) can also get all five of 
the original Infocora Zork 
titles in the Zork Anthology 
Collection, a free CD. The 
buy-one-get-one-free offer will 
be available through the end of 
1994. After New Years the 
anthology of classic text-based 
games will be sold separately 
at $19.95. 


THE RATINGS WAR 


The third hearing on game 
ratings convened July 29, and 
received testimony from Steve 
Koenigsberg, president of the 
American Amusement Machine 
Association; Mary Ellen Else, 
product safety director of the 
Consumer Federation of 
America; Chuck Kerby, of Wal- 
Mart Stores; the National 
Education Assn.; and various 
lobbying groups. 

Mark Traphagen, counsel for 
Software Publishers Assn, and its 
Computer Game Ratings 
Working Group; and Jack 
Heistand, chairman of the 
Interactive Digital Software 
Association presented rating sys¬ 
tem proposals. Both groups came 
up with a multilevel category 
system and icons for packages. 

The IDSh System 

The Interactive Digital 
Software Association (IDSA), 
representing Acclaim, Atari, 
Capcom, Crystal Dynamics, 
Electronic Arts, Konami, 
Nintendo, Philips, Sega, Sony, 
Viacom, and Virgin, suggests five 
rating categories; Early 
Childhood (ages 34-), Kids to 
Adults (ages 6+), Teen (ages 
13+), Mature (ages 17+), and 
Adults Only. Rating icons on 
packages will be supplemented 
with phrases describing the con¬ 
tent, in four categories; Violent 





m 



content, sexual theme, profanity, 
and other (such as gambling). 

The IDSA proposes the 
Entertainment Software Rating 
Board, a freestanding organiza¬ 
tion made up of anonymous 
raters, to be financed by a combi¬ 
nation of rating submission fees 
and IDSA contributions. The 
ESRB will Judge software for all 
platforms, including cartridge- 
based, CD, PC CD and PC flop¬ 
py disk systems. 

The group will make their 


decisions based on evaluation of 
videotapes, storyboards, scripts, 
and narratives submitted by the 
publisher. 


The SPA Pnposal 


The SPA’s plan was prepared 
by the Computer Game Ratings 
Working Group, representing 25 
SPA member companies, and 
other industry groups. They too 
propose an independent nonprofit 
agency, the Recreational 



VIOLENCE 

DestnicUon 
01 living things 

NUOnY/SEX 


LANGUAGE 

Mild expletives 


Software Advisory Council 
(RSAC) to assign ratings based 
on disclosure statements from the 
publishers. 

The RSAC proposes a three- 
part approach. The Governing 
Board will be made up of repre¬ 
sentatives of software developers 
and publishers, parents’ organiza¬ 
tions, teachers’ organizations. 
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public health, and law enforce¬ 
ment. The Advisory Committee 
will be comprised of media 
researchers, psychologists, and 
other experts. The Ratings 
Review Panels would be made up 
of parents, teachers and other 
concerned individuals. 

Ratings for recreational soft¬ 
ware will be assigned based on 
disclosure statements provided 
by the publishers, and the Panels 
will have the right to conduct 
Post Distribution Reviews and 
impose “significant penalties” if 
the content is found to differ 
from prepublication disclosures. 

Then's Real 
Dissension 

Counselor Traphagen, in 
his testimony, pointed to the 


differences between video game 
and computer software industry, 
and argued that a single rating 
system would be inappropriate. 
He also said the IDSA represents 
the video game industry. 
“Persuading Congress to allow 
another industry to control a sin¬ 
gle rating system covering per¬ 
sonal computer software industry 
would be a shrewd competitive 
move.” He went on to say this 
could “impair competitiveness 
and reduce the availability of 
low-cost software to parents and 
other consumers.” 

Carolyn Rauch, speaking for 
IDSA, pointed out that the rating 
procedure is a voluntary concern, 
so it couldn’t actually be consid¬ 
ered a move to control the soft¬ 
ware industry. “Publishers can 
make independent decisions 
about whether to submit their 
materials. We really don’t have 
any control regardless of whether 
they are a video game manufac¬ 
turer or PC publisher.” She also 
went on to point out, “Many of 
our members also publish for the 
PC platform.” 

H's Not a law 

Many retailers have said they 
will not carry rated products. 
However, some will, and it is 
each publisher’s own decision to 
carry a rating. The Video Game 
Act is not a law, nor is it likely to 
become one. 

Senator Joe Lieberman, in his 
statement at the hearing, said, “If 
the video game industry takes 
this rating system and goes the 
next step: rating and labeling the 
games that are on the store 
shelves, then we can shelve the 
legislation we prepared to force a 
rating system into existence.” 

What Will Happen 
This Christmas? 

It seems unlikely that there 
will be just one system in use for 
some time to come. Although 
many companies will accept 
rating by one of the proposed 
groups, many will not. Both the 
IDSA and the SPA have indicated 
they will proceed with their plans. 

“In the long run,” said Carolyn 
Rauch of IDSA, “it will be the 
retailers and purchasers who will 
make their voices heard about 
which system is easier to use.” 
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Researchers at Stanford 

CDs, store information in a 

University have found a way 

single layer on the surface of 

to store information using 

a rotating disc. 

holography. The new system 

The holographic system 

digitally encodes text, sound. 

stores about 1 ,(X)0 times the 

and images into a three- 

amount of data on a CD on 

dimensional framework. 

the full thickness of a station- 

Scientists and engineers 

ary wafer, and retrieval of the 

have theorized for years that 

data is about 1(X) to 1,000 

holography — a process that 

times faster, according to 

uses lasers to create three- 

researchers. 

dimensional images — could 

The university spokesmen 

be adapted to store large data 

believe the first use of the 

libraries. 

holographic storage system 

Current storage media. 

will involve video on demand 

such as floppy disks and 

systems. 





nuscHAmR II 

Three-Sixty Pacific filed 
for Chapter 11, a form of 
bankruptcy that allows a com¬ 
pany to continue in business 
while it is reorganizing its 
financial affairs. Since March, 
the company has worked with 
a committee of creditors to 
formally restructure its debts. 

According to company 
President Tom Frisina, the 
company is focusing on prod¬ 
uct development efforts while 
completing a plan that’s 
acceptable to the creditors. 
“We anticipate this process 
will take a few months after 
which Three-Sixty will be on 
firm financial ground.” 
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Sales of Harpoon II haue 
eHieedBil eKpectotlons. 


Frisina says that the compa¬ 
ny had its first $1,000,000 
month in June, and that sales 
of Harpoon II exceeded 
expectations. “Our employee 
base remains committed to 
completing the suite of 
Harpoon II add-ons and 
Victory At Sea PC.” 

A separate announcement 
from Alliance Interactive 
Software revealed that compa¬ 
ny licensed the first Harpoon, 
and hired a lot of the original 
development team for the 
product. Alliance will release 
an updated version. Harpoon 
Classic, for CD-ROM, con¬ 
taining an expanded interface, 
better sound support, more AI, 
new tutorials, plus all add-on 
products, battlesets, the 
designer series, the scenario 
editor, and Harpoon OnLine 
from Kesmai for network play. 
The game will be under the 
Arsenal banner. 


MEDIA VISION 
REORGANIIES 

Media Vision filed for protec¬ 
tion under Chapter 11 of the 
Bankruptcy Code at the end of 
July despite efforts to avoid it by 
its new management (see 
Hotline, August \994 EG). 

The company’s primary finan¬ 
cial institutions. First National 
Bank of Boston and Comerica 
Bank, failed to accept a restruc¬ 
turing plan that had been signed 
by creditors representing over 90 
percent of Media Vision's debt. 

“Media Vision should be able 
to file a plan cl e ^ an 
shortly,” said Michael Ahrens, an 
attorney with a San Francisco 
law firm representing the compa¬ 
ny. "Our agreement with our 
other creditors should serve as 
the basis of [the plan] and allow 
Media Vision to emerge from this 
case quickly.” 

G. Robert Brownell, the newly 
named president of the belea¬ 
guered company, joined other 
company executives in express¬ 
ing disappointment with the 
banks, “Since our new manage¬ 
ment team came aboard in May, 
this company has overcome 
many problems,” he said. "We 
could have avoided Chapter 11 
and continued to satisfy our 
creditors, including the banks.” 

As a result of the banks’ 
refusal to cooperate. Media 
Vision filed two suits in the 
bankruptcy court against them, 
seeking offset of security prefer¬ 
ences granted the banks in May, 
and the return of a $3.3 million 
offset taken from the company’s 
bank account. 


NAKI MARKETS 
TRIAX CONTROLLER 

Naki Interactive Technologies 
signed a licensing agreement 
with Triax Technologies to mar¬ 
ket and distribute Triax’s line of 
joysticks and controllers under 
the Nakitek brand. Triax presi¬ 
dent Rodger Kolsky acknowl¬ 
edged, “Naki has the most exten¬ 
sive retailer support base of any 
independent accessories compa¬ 
ny, as well as the resources to 


market our revolutionary con¬ 
troller technology.” Triax will 
continue to do its own research 
and development and manufac¬ 
ture its own products. 



The unique multi-funitianal Trinu 
jaystiih due nut the fall nf '94 


First on line, due out in 
December, is Nakitek’s MVP 
Arcade Joystick, with 3-D (X, Y, 
and Z axes), multidirectional 
movement (beyond the standard 
eight directions) and variable 
speeds in games encoded to use 
these capabilities. 

Several game manulacturers 
have signed up to develop games 
for use with the MVP controller, 
including Virgin (Hoops 
Basketball), Interplay (Star 
Fleet Academy), Electronic Arts, 
Time Warner, and U.S. Gold (no 
titles yet determined). 


PATENT WRY FINDS 
AGAINST NINTENDO 

Nintendo was ordered to pay a 
$208.2 million award to Alpex 
Computer Corp. for infringement 
of its 1977 patent on a method 


for reproducing images in a video 
game. 

Alpex, a Colorado company in 
bankruptcy liquidation proceed¬ 
ings since 1983, filed suit in 
1986 against Nintendo Co., Ltd., 
of Japan and Nintendo of 
America, claiming Nintendo used 
the process in its 8-Bit Nintendo 
Entertainment System (NES), 
which hit the market in 1985, and 
in all cartridges made for it. 

Alpex sought $400 million in 
damages against unpaid royalties. 

In June this year a federal jury 
found for Alpex, and two months 
later based its award on sales 
through 1992 of the NES and 118 
NES cartridges, specifying “wil¬ 
ful” infringement by Nintendo of 
America. 

Nintendo’s attorneys claimed 
throughout that Nintendo used a 
different technology for display¬ 
ing its NES games, citing opin¬ 
ions of “highly qualified patent 
counsel” that it did not infringe 
the Alpex patent. In a statement 
released following the award 
Nintendo avows that the jury 
brought in its verdict too quickly 
to have fully absorbed and under¬ 
stood the complex testimony and 
highly technical evidence and 
exhibits. Nintendo called for 
dismissal of both the decision 
and the award, either by Judge 
Wood or by the U.S. Court of 
Appeals for the Federal Circuit in 
Washington, DC. 

It appears that Alpex never 
exploited the technology covered 
by its patent, which expired in 
May 1994, or marketed a unit 
using it. 
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It's time you finally did 
something about those 
monsters under your bed. 

You’re not a helpless kid 
anymore. You’ve grown up and 
you’ve %oi Sicker, the first 
Advanced Dungeons & Dragons " 
fs D ol 3DO. 

- Now you’re an AD&D game 

hero armed with weapons and magic, 
exploring dungeons filled with the deadly 
monsters of your nightmares. 

Hack and slash away at these vile 
creatures, avoid treacherous traps and 
solve mind-bending puzzles. 

The randomized dungeon generator can 
create over 4 billion different dungeons. 




Which means a new monster hunt every 
time you play! 

Because it’s designed for play on 3DO, 
gives you the most awesome 
graphics and animation you’ve ever seen. 
Plus a first-person perspective that lets 
you look up, down and all around. 

It’s virtually real! 

Slayer. It’s time you made those 
monsters look under fM/'beds! 




TOP COIN-OPS 
AUGUST 1994 


Figures courtesy of Replay 
Magazine, based on an eam- 
ings-opinion poll of operators. 

Best Upright Videos 

1. Revolution X, Midway 

2. Mortal Kombat II, Midway 

3. Virtua Fighter, Sega 
Revolution X, with 

Aerostnith narrowly beat the 
two fighting games. Does this 
prove music calms the savage 
beast, or just that the gun is 
more powerful than the fist? 

Best Deluxe Videos 

1. Daytona USA, Sega 

2. Ridge Racers, Namco 

3. Outrunners, Sega 
Sim-speed kept coin¬ 
droppers racing back for more; 
once again, driving games 
dominate the deluxe machines. 

Best Coin-Op Video Software 

1. Alien vs. Predator, Capcom 

2. Super Sidekicks 2, SNK 

3. Gal's Panic 2, Kaneko 
Capcom’s science-fiction 


game of battling baddies is a hit. 



Reunlution K afferi a unique 
thnnge in the uiden nrenn. 


Best Pinball Machines 

1. Star Trek, Williams 

2. Demolition Man, Williams 

3. World of Soccer, Midway 
Star Trek is still in first 

place, where no other pin can 
go as long as it’s on top. 

Best New Games 

1. The Last Bounty Hunter, 
ALG 

2. Guns & Roses, Data East 

3. Battle K-Road, Jaleco 
Here comes ALG, with 

another live-action shooter! 1 
predict we haven’t seen the last 
of Bounty Hunter. 


GsmicsGm 

GOisimitAcm 

That master of movie illusion, 
Douglas Kay, is now devoting his 
skills to interactive entertain¬ 
ment. Formerly the senior man¬ 
ager for digital operations at 
Industrial Light & Magic, he 
moved over to LucasArts 
Entertainment Company as chief 
technical officer. Both companies 
are part of George Lucas’s enter¬ 
tainment empire. 

Kay, a founder of ILM’s com¬ 
puter graphics department in 
1985, noted, “At LucasArts I’ll 



Dougins Kuy to apply his shills 
and EKpertise ta UiiasDrts. 


have the chance to apply what 
I’ve learned in 16 years in the 
visual effects field to an emerg¬ 
ing industry where the possibili¬ 
ties are unlimited. I’ll have a 
hand in generating new game 
ideas as well as the chance to 
contribute to the creation of the 
high-end graphics that realize the 
concepts.” 

At ILM Kay was instrumental 
in developing computer graphics 
including the transformation 
technology called motfing, origi¬ 
nally developed for Willow, and 
the digital retouching and wire- 
removal techniques created for 
Back to the Future II. “Doug was 
critical in making ILM the pre¬ 
mier special effects house in the 
country,” said Randy Komisar, 
president of LucasArts. “We’re 
thrilled he will be turning to 
LucasArts and eager to tap into 
his technical know-how and 
ingenuity.” 

George Lucas said, “When I 
started a computer group in the 
early 1980s, 1 knew digital tech¬ 
nology would eventually become 
crucial in the creation of both 
films and interactive entertain¬ 
ment. LucasArts grew out of that 
group, as did ILM’s computer 


graphics department. We’ve only 
scratched the surface in terms of 
the kinds of talent and tools ILM 
and LucasArts can share. I expect 
the synergy between the two 
companies to grow stronger over 


TOP mio omis 

WIY1994 

This list of top-selling video 
games was compiled by 
Babbages. 

Top SNES Games 

1. Super Street Fighter II, 
Capcom 

2. FIFA International Soccer, 
EA Sports 

3. Stunt Race FX, Nintendo 
Super Street Fighter II won 

the top spot, but FIFA 
International Soccer came on 
strong during the World Cup 
playoffs. 

Top Genesis Games 

1. Super Street Fighter II, 
Capcom 

2. HardBall '94, Accolade 

3. FIFA International Soccer, 
EA Sports 

After martial arts, team sports 
continue to dominate Genesis 
players. 









Shathuiauc by ED balds an tn 
the number one position. 


Top Game Gear Games 

1. Aladdin, Sega 

2. NBA Jam, Acclaim 

3. Mortal Kombat, Acclaim 
Aladdin rode his magic carpet 

all the way to the top of the 
Game Gear heap. 

Top Sega CD Games 

1. Star Wars 3-D: Rebel Assault, 
JVC 

2. Vay, Working Designs 

3. Heimdall, JVC 
Although the cartridge crowd 


likes sports best, science fiction 
rules the CD crowd. 

Top 3DO Games 

1. Shock Wave, Electronic Arts 

2. Who Shot Johnny Rock? ALG 

3. Pebble Beach Golf Links, 
Panasonic 

EA’s space thriller has players 
glued to their controllers, but 
Johnny Rock is a close second. 


sm SBS 
TRUTMUnOM 

The Genesis 32X will use two 
technologies from Duck 
Corporation: TrueMotion video 
compression algorithm, which 
does not require specialized hard¬ 
ware for digitized full-motion 
video, and their Comprending 
interactive media engine, which 
allows multiple-image control 
from a pointing device. 

According to Joseph Miller, 
Sega senior vice president of 
product development, “These 
technologies will allow those 
developing software ... to pro¬ 
gram more authentic settings, 
characters and details as well as 
more imaginative boundless 
creativity into their games.” 

Other advantages include the 
ability to interact with the game 
from multiple points of view, to 
simultaneously move multiple 
characters within multi-layered 
3-D backgrounds, and “to enjoy 
graphics in which aliasing, 
pixelization and artifacting no 
longer impair full-motion video 
images.” 


AMMUAIHIU 

iMvmmm 

Jayson and Laura Hill, 
Knoxville, TN, held the tenth 
Annual Hill Video Game 
Invitational in April. The tourna¬ 
ment game was, as it has been in 
eight of the ten competitions, the 
ColecoVision version of The 
Activision Decathlon, but the 22 
guests actually played 11 systems 
and 76 games. John Kelley won 
the 1994 Golden Joystick Award, 
and his name was added to the 
HVGI Hall of Fame plaque. 
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As gaming and Hollywood 
edge ever closer in the new era 
of multimedia, it was only a 
matter of time before the 
unions entered the picture. 

At the moment, the stars who 
appear in high-profile, big bud¬ 
get interactive movies such as 
Under a Killing Moon 
(Access) and Wing 
Commander III (Origin) are 
represented by one of two 
unions. Several major software 
companies have already signed 
an agreement with AFTRA 
(American Federation of 
Television and Radio Actors). 

The other major player is 



Filming on the set of Origin's 


SAG (the Screen Actor’s 
Guild), whose Interactive 
Contracts Division under 
Michael Prohaska is busy lock¬ 
ing up the silicon studios by 
signing with individual produc¬ 
ers, scoring deals on games 
such as The Horde (Crystal 
Dynamics). 

“We have about 40 signatory 
companies and our contract 
with them has been in effect 
since June of ‘93,” says 
Prohaska. “We’ve had programs 
done with Sega, Crystal 
Dynamics, Hyperbole Studios, 
Media-Vision. We’re trying to 
organize a marketplace for our 
members to work in.” 

What does the contract call 
for? “A session payment, plus 
pension and health payments. 
The session payment starts at 
$504 and the pension and health 
is a traditional 12.65 percent. 
The only additional payment 
would be if it goes to a video 
server or [another form] of 
transmission.” 


ID 

DUSTRV SPOTIIC 

m 1 

MJIRK MILLER JLMD THE MEUROMJUITICS 


Game development was 

First, there's Taz 2 for Sega. 


once a simple process, full of 

While the wildly avant-garde. 


one-man bands; today, it's a 

interactive score of the original 


field full of specialists, with 

served as the basic for much of 


artists, designers, code crunch- 

Neuromantic’s current work. 


ers, composers, and sound 

the new Taz has lots more 


effects specialists producing 

music—30 different pieces— 


the cutting edge games we take 

with new themes for each 


for granted. 

milestone. 


At the audio end of the 

Next up, he was invited to 


video game development spec¬ 
trum, few artists are shining 

create the sound fx and score 
for Shiny Games’ Earthworm 

story] of a hopped-up earth- 

more brightly than Mark 

Jim. 

worm in a cybersuit was full of 

Steven Miller, founder and prez 

“[David Perry] did some 

appeal.” 

of the San Erancisco-based 

checking around about me and 

Neuromantic also produced 

Neuromantic Productions (for¬ 

1 did some checking around 

the audio fx and music for 

merly Nu-Romantic). His work 

about him, and once I got a 

Rocket Science’s Loadstar and 

on games like Toejam & Earl 

sense of the project, we became 

Cadillacs & Dinosaurs, as 

and Tazmania for the Genesis 

very excited. The thought of a 

well as Creative Antics, the 

(for which system Neuromantic 

character and story line as sub¬ 

bundle-in which comes with 

has scored over 40 games!) has 

versive and underground, liter¬ 

the Sega Club package and 

gained him considerable recog¬ 

ally, as Earthworm Jim, being 

may be the most innovative 

nition in recent years, but he 

produced by such a flawlessly 

music program ever produced 

has just come off a creative spi¬ 

polished team was very excit¬ 

for a video game system. Stay 

ral that will have gamers hum¬ 

ing to me. To see Aladdin- 

tuned. 

ming his themes for many moons. 

quality animation [telling the 



THEDIGI’VERSi 
STOCK MONIIOR 

THE JULY TRENDS 

Continuing trends in place 
since January 1, share prices of 
PC software publishers rose dur¬ 
ing July while cartridge publish¬ 
ers' eroded. Share prices of com¬ 
panies in the PC segment rose 
12.4 percent during the month, 
pulling up the entire Interactive 
Electronic Entertainment Index 
by 3.7 percent. The retailer seg¬ 
ment rose in line with the index, 
while share prices of cartridge 
publishers dropped 1.1 percent as 
a group. 

The largest movers on the 
upside were Spectrum HoloByte 


(-1-22 percent amidst positive 
reception for new product releases 
like X Com) and Creative 
Technologies (-t-21 percent because 
of upward revisions in CD- 
ROM sales estimates in 1994.) 
On the negative side were 
Activision (down 21 percent) 
and WMS Industries (down 8 
percent due to concerns about a 
slow first half of fiscal June 1995.) 

One key watershed will be 
September 13, the street date for 
Mortal Kombat II from 
Acclaim. Consumer sell-through 
velocity (versus retail buy-in) 
and retail pricing for this key 
title could give important clues 
about the outlook for the video 
game business during the 
holidays. Many industry insiders 


are quietly sweating about ongo¬ 
ing consumer demand for high- 
priced cartridges. Unit sales of 
CD-ROM titles will also be 
closely monitored for signs that 
the installed base of PCs is really 
beginning to consume entertain¬ 
ment products as anticipated. 

Finally, sales of new platforms 
such as 3DO and the Atari Jaguar 
will offer insights both about the 
16-Bit life cycle and the early 
adopter hunger for higher perfor¬ 
mance but high priced new game 
hardware. (John Taylor) 


CD TAKES 
DYUINHOME 

Bob Dylan is moving on down 
the digital highway. The Graphix 
Zone and Columbia Records are 
working on an interactive CD- 
ROM chronicling his music, to 
be ready by December. Columbia 
is providing Graphix Zone access 
to Dylan's music, videos, and 
some unreleased recording. 

Chuck Cortright, Graphix Zone 
president and CEO, said he believed 
the artist’s musical contributions 
were a perfect match for the 
depth available in this format. 


Interactive Electronic Entertainment Stock Indices 



John Taylor is an interactive entertainment industry analyst with L.H. 
Alton & Co., a San Francisco-based investment banking firm. 
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Stepioaiuofldofdafhiniisieiii. 

Awesome first person perspective view 
lets you experience this perilous adven¬ 
ture first hand. And 3-D action view 
screens wffl show you what’s really going 
on! Make sure you know who your 
friends are—not everyone is who (or 
what!) they seem, 


►Fifsr-Peison 
ond 3-D action 
vieuistaoes. 


H once peacefulland lias pe 
slaihravinomad. 


►MofettianlD 
adventurous areas, 
includiny forests, 
dungeons, castles 
and catacombs. 


Tahe Hie challenge. ^ 

Find the gems and you’ll be a hero. 

Make one too many mistakes and well... 
nice to know you. 

The Mngdom of Obitus is depending on 
you. Is the adventurer inside you ready? 


► Dozens Of 
uieaponsand 
magical items. 

► Datterg bached 
to save your 
progress. 

► Hoards of brutish 
beasts to battle! 


Chaos rules and 
survival Is up lop. 

In forests, castles, dungeons and 
catacombs, you’ll find clues that wi lead 
you to the gems while deranged creatures 
stand ready to put a gruesome end to 
your quest. The unequipped adventurer 
won’t get far however. So, stay alert and 
search every nook and cranny for the 
items that wi assist you in your quest. 


The precious Gems of Tranquiffity have 
fallen into evil hands. Now darkness and 
chaos rule the kingdom of Obitus. Your 
chalenge is to find the four lost gems 
and return them to the Dark Tower, 
restoring light and harmony to the 
crippled kingdom. 














Back in the early days of 16-bit ^ming, 
Sega of America made the claim # sports 
superiority, and they were right. EOTy 
games like John Madden Football from 
EA Sports were designed for the Genesis 
and were later adapted to the Super NES 
without making use of the technical 
capabilities of Nintendo’s 16-bit system. 
It was like taking the paddle out of a 
canoe and trying to use it on a hydro 
plane. But once developers realized what 
they could achieve by using the Super 
NES’ custom graphics processors, a new 
generation of sports games quickly 
redefined what a sports video game could 
be. Super NES sports games are now 
technically advanced, more realistic, and 
there’s more of them. And where’s Sega? 
Let’s just say that they’re somewhere 
without a paddle. 



Many games fi„,„ sports 
software leaders like EA 
Sports, Acclaim, Sony, 

AccoiadeandTecmoarenow 

custom designed for both 

^6-brt game systems. Even 

“■IpblrcliaracteHslicsare 

Mode 7 capabilities and its ■?"P?'.. 
superior sound processor 

a''owformorereaiisminthe 

Super NES versions. The 

differences are dramatic in 
^e titles, iikeTecmo-s new 
recmo Super Baseball. The 
NES version gives you a 
«n.que, rotating fielder’s poin 
o^iew that is missing from 

*^!°®'!®*’'®9«'"e-Thesimpie 
fact IS that you get more 
wth most Super NES sports 

games-more color, more 
sound, more realism. 


Advertisement 














When Nintendo’s NCM Basketball took to the court 
perspective “KO’d” the competition and the critics, 
video game. The perspective produced the ciosest e 
Since then, Super NES sports games have expiored 


actually playing the spi 
enas of realistic sports 


'I Baseball 15 j Baseball 7 


0 Football 15 0 Football 12 


^ Hockey 7 ^ Hockey 4 


^ Bacing 27 ^ Bacing 13 


f Golf 9 ¥ Golfs 


^ Boxing 4 ^ Boxing 4 


f Othor 19 f Other 15 


Nintendo Sega 




The most realistic sports games available 
are found only on the Super NES. Why? 
It’s not just a matter of licenses. The name 
on the box doesn’t put fun in the game. 
The reason that Super NES sports games 
play more like the real game, look more 
like the real game and sound more like 
the real game is due to the custom 
hardware inside the Super NES control 
deck. The Super NES’ two graphics 
processors contain special graphics modes 
including Mode 7 which allows for the 
easy manipulation of objects in a 3-D 
environment. Sports take place in three 


dimensions, not two. The Super NES’s 
ability to rotate perspective and scale 
objects lets designers create realistic 
fields, courts, race tracks and even 
mountain slopes. Imagination is the only 
limitation. The Genesis, on the other 
hand, is limited because it doesn’t have 
the custom graphics processors or a 16-bit 
sound processor, which means that 
Genesis sports games simply can’t 
compete on a level playing field with 
Super NES games. They’re behind 
from the very start. 


If you don’t own a Super NES, you 
can’t play many of the best sports 
games available like; Ken Griffey Jr. 
Presents Major League Saseba//, 
NCAA Basketball, Stunt Race FX, 
Tommy Moe’s Winter Extreme Skiing & 
Snowboarding, NHL Stanley Cup, 
classics like F-Zero and Super Tennis 
or up-coming games like Michael 
Andretti’s Indy Car Challenge. And the 
hottest titles available for both 
systems won’t be as intense on the 
Genesis. If you want the most game 
from the hottest titles like NBA Jam, 
Madden NFL 95, WWF Raw and NBA 
Live '95, you have to get the Super 
NES version because the best 
graphics and sound are available 
exclusively for Super NES sports fans. 


Advertisement 




























Some Q's, A’s, and 32 X's 


Lots of video game queries this time out. 
With all the new technologies on the horizon, 
gamers are more confused than ever. Should 
they hold on with 16-Bit technology, make a 
partial trade-up via the 32X, or spend the 
bucks to pick up one of the black box systems, 
none of which have yet taken off in a big way? 

Let’s look in on the tragedy experienced in 
this area by just one of our faithful readers, 
shall we? 

Q: What’s the deal with Project Reality? Is 
it cartridge or CD? I hear it will be cartridge. 
What does that mean to me? Will the system 
be cheaper? Will the games be as good? 

Doc, I’ll be frank with you, this has been a 
real strain on my nerves. 

Jim Paulus 
Bridgeport, CT 

A: Believe me, Jim; / understand. The Ultra 
64 (formerly Project Reality) will originally be 
released as a ROM cartridge-based system. 
This means the price will probably be under 
$200for the hardware. 

The real question concerns the cost of the 
software; remember the Neo'Geo, with its 
$300 game carts? Well, considering the cur¬ 
rent amount of memory required to produce 
state-of-the-art software, and the high price of 
memory storage in ROM, it’s likely that those 
Ultra 64 games could wind up costing plen¬ 
ty—perhaps even more than many of the 
third-party publishers will be able to 
pony up because they will have to pur¬ 
chase the expensive chips and pass 
along the cost to us consumers. 

I believe Nintendo is attempt¬ 
ing to follow Atari’s strategy 
for marketing the Jaguar A 
(which was sound in the- 
ory, albeit limited by 
inadequate funding). 

The idea is to get 
the base 
machine out 
therea,...^ _ 
lowest 

Me 


retail price, supporting it with some of the 
hottest-looking software possible—which at 
least Nintendo will he able to sell at a moder¬ 
ately reasonable price because it tends to be 
more egalitarian in pricing chips when selling 
to itself. 

Either a CD-based drive, or at least some 
form of alternative mass storage device should A 
turn up on the heels of the Ultra 64, however, 
since the ROM format can’t remain practical a 
for very long on such a high-powered 



Q: Let’s skip the fun and get 
straight to the boring question: 
Will the 32X work with 
LaserActive's Genesis ^ 

module? 

Alan Lanoie 
Greenfield, TN 


ACCESS ' 
Brings You ' 
a Virtual World 
Interactive Movie! 


A: A mundane 
question, per¬ 
haps, Alan, 
but it was 
a bleep J 


“Lots of games push the 
envelope—Under a Killing Moon 
blows it to smithereensr 

—William Trotter, PC Entertainment 

“A ground breaking 

f i i. M ... - CD adventurer 

jjk —Joyce Worley, Electronic Games 

“Under a Killing Moon combines 
the best elements of movies 
computer games... It literally 
" pulls you into the screen.” 

aaP —Denny Atkin, Entertainment Editor, 

j_ 5-J _ ^ ■ I Compute Magazine 

lliis category-creating Interactive Movie from ACCESS Software goes light 
years beyond any other product labeled “interaetive.” Under a Killing Moon 
takes you to the streets of post World War III San Francisco and casts you into 
the role of Tex Murphy, Private Investigator, who first appeared in Mean Streets, 
then Martian Memorandum. Under a Killing Moon is a Virtual World full of 
people and places so richly detailed, you’ll feel like you’re actually there. 








common 


• 

They all star in ACCESS Software’s 
new CD thriller 


through the Genesis video output. So what’s 
the truth? 

Ross Burns 
San Antonio, TX 


A: The answer, Ross, is that Sega changed 
its mind. At Sega's Gamers’ Day, several 
reporters and one Game Doctor directly asked 
the Sega reps whether the 32X would have 
S-Video out capabilities, and were repeatedly 
told that it would and that, moreover with the 
32X, the entire Genesis and Sega CD could be 
run through this output. 

After much beating around the bushes, Terry 
Tang of Sega reported to us that the company 
had changed its mind on the issue of offering 
S-Video out. Like you. / was very disappointed 
to hear this; anyone who owns both a Sega 
(running through an RF box) and a SNES 
(running direct through the TV) knows the 
difference in quality is profound. 

Fortunately, companies like Freetron (tele¬ 
phone: 415-952-6285) make adapters that 
allow the Genesis model 2 to be run directly 
through a TV set (ask for the MR-419 cable), 
but we haven't been able to come up with any¬ 
thing for the original Genesis models. Anybody 
out there who can help us out on this gets a 
Game Doctor Prize Packet—as does Ross for 
bringing the issue to our attention. 


What do y 

filmstars ^ 

3riar Keith, 
Margot Kifiiiu, 

Si Russell ^ 

all have in 


Coming Soon 

to a PC Near You! 


4910 W. Amelia Earhart Dr. 
Salt Lake City, UT 84116 
1-800-800-4880 


obvious technological reasons as to why the 
32X could not be used in conjunction with the 
LaserActive’s Genesis emulator. However, it 
does seem as if the current 32X peripheral 
configuration will not fit into the cartridge slot 
on the LaserActive Genesis module. This is not 
an insurmountable problem, as either an 
adapter or a special LaserActive version of the 
32X could be produced. 

The main considerations seem to be market¬ 
ing ones. Obviously, adapting the 32X format 
looks to be at least a minor hassle for Pioneer, 
from production through marketing, and it was 
the Doc ’ i impression that Pioneer would pre¬ 
fer to wait and see whether the 32X flies or 
not. 

By the way, Alan is editor of the gaming 
fanzine Infestation, and no, the Doc is not 
"pretending" to be male. Or, if I am, it’s one 
hell of an impression. 

And, speaking of that transforming 32X... 


answer. V/e moved up the entire Pioneer 
foodchain before finally interfacing 
with Mark Smith, guru of the 
LaserActive Division, whose 
answer could be paraphrased in 
the immortal words of 
Butt-head himself: 

“Uhhhhhh ... I dunno. ” 
Seriously, Mark is a 
very bright and help¬ 
ful guy, who was 
able to provide 
mie solid 
information. 


Q: What is this? Could the Game 
Doctor be wrong? Or does he know 
something that no one else does? In 
the August issue of EG, you claimed 
that the new 32X add-on for the 
Genesis would likely have an S- 
Video output that could be 
connected directly to a TV. 
But if you call Sega 
(which I did) and ask 
them about the 32X, 
they will claim 
it cannot 
connect 
directly to 
a TV and 


Q&A QUICKIES: Several readers have 
written in asking whether or not the Electronic 
Arts four-player controller adapter will work 
on the Sega CDX. 

The bad news is that the existing peripheral 
doesn’t seem to fit into the remodeled configu¬ 
ration of the Sega CDX, because of the 
redesign of its controller input slots. The good 
news is that EA is reportedly already hard at 
work creating a compatible new adapter that 
will interface with the neat new Sega system. 

And that about finishes us off for this 
month’s go-round with the ever-changing 
world of interactive electronic gaming. 

Remember to send all those que.stions, 
comments, and corrections (or addition¬ 
al info, of course) to: 

The Game Doctor (EG) 

330 S Decatur 
Suite 152 

Las Vegas, NV 89107 
And now, if you’ll 
forgive me, the Jacuzzi 
is waiting, along with 
le Game Nurse 

Aloha! 







The quantity is impressive, but the same 
can't always be said of the quality. They're 
often wonderful games, filled with fast action 
and high-impact visuals. As science fiction, 
they stink. Game developers are quicker to use 
science-fiction symbols than to infuse the con¬ 
tent with sophisticated extrapolation. 


The science-fiction equivalent of the kid¬ 
napped princess fantasy plot is the one-ship- 
against-the-universe story. This originated with 
the numerous unlicensed Star Trek computer 
games in the early 1980s and reached a peak 
with the Star Raiders cartridge for the Atari 
800 computer. The genre continues through 
the present day with the likes of Stellar 7 
(Dynamix) and Astrochase 3-D (First Star). 

No matter how it's rationalized in the 


inevitable backstory in the documentation, the 
idea is neither believable nor original. 
Unfortunately, it's all too typical of the level of 
science fiction found in video, computer, and 
multimedia games. 

Interactive SF tends to borrow rather than 
create. A litany of stock plots and cardboard 
characters is unnecessary; every gamer has 
seen them a dozen times. 

No science-fiction game has ever won a 
Hugo from the World Science Fiction 
Convention or a Nebula from the Science 
Fiction Writers of America. This is sympto¬ 
matic of the low option science-fiction profes¬ 
sionals and knowledgeable enthusiasts have of 
the worth of interactive SF. 

In the early days, the problem was clearly 
technological. There wasn't room in memory 
to build a convincing SF wforld, so no one 
tried very hard. That's no longer a barrier, but 
few designers are familiar with SF literature. 
Their concept of science fiction comes from 
shlock movies and comic books (which most 
borrow from the novels an3 short stories, 
.losing alot.of depth in the process).* 
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Science fiction-loving gamers have reason 
for some hope. While some publishers are still 
rolling out games filled with futuristic ready¬ 
mades, others are bringing in writers and 
artists from the science-fiction fields. Among 
those involved to some degree with current or 
forthcoming interactive products are such 
luminaries ot the science-fiction world as 
Harlan Ellison, Gregory Benford, Larry Niven, 
Piers Anthony, and Raymond Feist. 

Among forthcoming games. Outpost and 
Under a Killing Moon are harbingers of more 
adult science fiction to come. As radically dif¬ 
ferent as they are from each other, both are 
more in the SF mainstream and are not obvi¬ 
ous clones of some sfx-laden film. 

Outpost is a hard-science epic, 
based on plausible projections of 
contemporary science and engi¬ 
neering. The player flees the ruins 
of a destroyed Earth to build a 
spaceship, locate a suitable planet, 
and colonize a new home for 
humanity. It's been done before, but 
the designer has conceived this 
future rather than lifting it from an 
episode of Star Trek: The Next 
Generation. 

The story line in Under a 
Killing Moon is not as spectacular, but 
Access' team produced a world full of vivid 
people and exciting drama. If the promised 
sequel puts the same effort into the back¬ 
ground world and plot elements, it could be a 
serious candidate, along with I Have No 
Mouth and I Must Scream (Cyber Dreams), 
to take a Hugo when fans gather in Los 
Angeles for the 1996 Worldcon. 


The most hopeful sign to date is the way 
publishers have turned to the genre’s estab¬ 
lished creators for game content. Technology 
is making it easier for non-techies, which 
includes most writers, to make substantial, 
direct creative input. 

Once, publishers had to choose between 
great game play and a deep story and charac¬ 
ters. No’w that it's possible to put both into the 
same program, the first golden age of interac¬ 
tive sfience-fietibhmtay be dt’hdrtd.’. ‘. U. . . ;: 
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Hel on Earth istieroM 


I n the annals of computer 
entertainment, there’s no 
game that had the rave 
follovi/ing quite like DOOIVI. 

Therje’s alsp^o game 
that’s^lte as breathlessly 
awaife^srfts sequel. 

Well; gd ahead and 
suck in some air. Because 
DOOIVI II: Hell on Earth \s 
here! And because it’ll be a 
cold day in heii before you 
can breathe easily again 


^ \lf you’ve played DOOIVI, 
stop reading and haul ass 
to the nearest game store 
now. If you haven’t, we can 
only say (respectfully, of 
course): Go to hell. 


once you^ti playing^ 
DOOIVI II# 

Thisfime, you’ll wage 
war against the entire 
forc^s.of Hell. Bigger, 
nastier, deadlier demons 
and monsters; More 
powerful weapons. More 
mind-blowing explosions 
and more of the bloodiest, 
fiercest, most awesome 
action-packed biastfest 
you’ve ever experienced! 


Visit your iocai software retailer 
today, or call 1-800-362-9400. 




le Hell of If 


EG Previews Doom TTi Hell on Earth 


by Ed Dille 

October 10 has special meaning for the 
computer-based gamimj community. Sure, the 
kids and console cohorts may have had Mortal 
Monday, but we've got Doomsday! Local area 
networks everywhere will stagger under the 
weight of this demonic game. Blood may 
splash the inside of the monitor screen, but 
spit will splatter the outside as players pursue 





iUtHti 


have evolved a plan to save the 
human race. 

Ill orbit, they have built dozens of 
enormous ships to cairy all the remain¬ 
ing people into space, away from their 
ruined world. However, the only space¬ 
port with sufficient capacity for these 
ships to land has been taken over by the 
demons. A small band of tough 
fighters is sent into the port to kill 
the demons and permit the ships to 
land and take on passengers. If you 
lose, all mankind is (you guessed it) 
doomed. 

Eventually, you manage to kill the 
demons guarding the spaceport and find 
the master switch to turn off the flame 
barrier that prevents the ships from land¬ 
ing. You are 







one another in fits of rabid blood lust. 
Friendships w ill c.vpiodc with a single well- 
placed BFG 9000 round and marriages won't 
stand a chance. It w ill be hell on Earth, but 
hey. V'ou were warned in the title, 

■At the end of Doom, our hero, having 
returned to Earth, is left staring at a flaming 



able to pull 
the switch, and 
the ships land. 
People file onto 
them as fast as 
possible and they 
take off. 

Unfortunately, you 
are trapped in the 
room with the 
^ switch and 
are unable to 
; : leave with the 
Now. you an 




to hell. To close off the gate, you must go 
through the portal into Hell, and close it from 
the other side. 

Without hesitating, you plunge through. 
Now, in hell, you have to fight your way 
through the diabolic landscape to the center of 
hell, where you find 
^TrnTTTTTrrrTTrrrf^ the master source 
I of all power and 
I destroy it, thus 
' closing the gate to 
; Earth and trapping 
■ the demons back in 
: their nether dimen- 
^ sion. You are flung 
5 back out of hell to 
] Earth. Humankind 
? is saved and the 
demons are thwart¬ 
ed. Now you can have a donut. 

Doom II: Hell on Earth may appear simi¬ 
lar to the original shareware sensation that 
swept the nation, but beauty is only skin deep. 
Things gets ugly fast once you go tactical. Id 
has made it plain that they won't hold the 
hands of their Marines anymore. Death comes 



, MU,,.,., 


city, ev idence that the denion aggressors have 
arrived ahead of him. It turns out that the mon¬ 
strous inv aders are all over the place. There 
arc demons from Tokyo to'frimbuktu. from 
Stockholm to Scranton. Many people are dead. 
Some people have been transformed into fiesh- 
eating zombies, but some have .actually sur^ , 
vived. The remaining leaders of humankind 


;st ot humanity, 
the last human left on 

jr Earth. Everyone else is a zombie, dead. 

~ or in orbit. The High Command radios 
: ■ down to you and says that their sensors 
■Y have determined that all the demon's 
2 power comes from a single spot. If you 
■_ could find that spot and somehow 
; close it down, they would lose 
^ much of their strength, and humani¬ 
ty could land back on the planet and 
begin to reclaim Earth from the demon 
horde. You must fight your way through 
the suburbs and slums of a ruined city, 
making your way to its v ery heart, where 
the monsters have raised a mighty citadel 
of evil. 

Yop break into it and find’. tHd iOfitdd i i 
of power. Ikis, of course, S portal direct 

• ' Ljumtiutitninn 























































Additions to the 
Doom Zoo 

• Mancubus— Grc^Sfesqaely obese crea¬ 
ture with two massfeinetal guns for 
arms. Once the Mancubus sites you he 
will qui^^ fire off six rounds, then resite 
and conduct follow-up attacks asneces- 
sary. Unfortunately, foey soen’t: pessary 
very often. 

• Revenant —A rocke lfeunchin g skeleton 
with a mean right hook^hen he-is^ip- 
close and perfonal. Froiffa distance, he 
fires slow, guidet^ projectilesthat are easy 

to outrun, but aiways-hit on 

• Pain Elemental —A 
skull-spitting, floating 
brown baU that resembles 
a Caecodemon from the 
■original Doom. The Pain 
K Elemental actually spits 
] out Lost Srwte, which 
I makes it extremely deadly. 
This is^^se, even 
though you are being 
! bombardeB^ith flaming 
skulls, you must still con¬ 
centrate some of your effort 
n killing the Pain.^emental itself or^ 
you’ll be fighting forever. 

• Arch-Vile—A loUg-legged, massivq|^ 
attack, raise-baddies-from-the-dead night- 
giare. The Arch-Vile is probably the hml- 
est demon to defeat. He has a fire attack 
that is similar to the awesome BFG 9000. 
If you’re in his sight during an attack, you 
will quickly become Marine Flambe. To 
top it all off, the Arch-Vile runs around 
the levels raising demons from the dead, 
undoing all your fine work up to that 
point. 

• Former Human Commando —Big 
brother to the former human sergeants. 

This ugly post-Marine boasts a large chain 
gun and can dump heavy amounts of fire- 
power ifla^ou in short order. By the way, 
they are not nearsighted either. 

• Arachnotron —The small offspring of 
the Spider Demon that was the final boss 
in the original Doom. They can sling lead 
just as good as their daddy, but can’t stand 
the same level of damage before going 
legs up. 

• Hell Knight —The guardians of the 
Castles of Hell. They lay on asmuch fire- 
power as the Barons of Hell from Doom, 
but also can’t take quite as much damage. 

• Final Boss— UNNAMED and 
UNKNOWN at the time of this writing. 

He, she, or it may still be under construc¬ 
tion, but this Marine is willing to bet the 
Boss won’t be a^shover like the Spider 
Demon was at the end of Doom. 





Step back in history to the time of the a 

War of the Roses. In England, racked by 1 
civil war, the crown hangs by a thread 
and the throne is there for the taking. 

Take command of your ow n faction and 
begin the quest for the crown. Will you fall 
to face the executioners blade? Or can you 'j. 
outwit your opponents and win, for your 
Royal Heir, the throne of all England? 

Based on the best selling strategy board 
game. Kingmaker brings the intrigue and 
anarchy of the 15th Century w arring England 
to life. No matter how many times you play, 
highly-sophisticated artiticial intelligence 
guarantees a challenge for novice and master 
strategist alike. 


Computer (iame Review— 1994 Recipient of the Golden Triad ^ 
-1994 Software Shos 


Consumer Electronics Show- 
Computer Gaming World— “Warwick would be proud!” 


KINGMAKER—1BM...#4()81854...$59.95 
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tlifough 'jitcliard of yoflt. both 
'jHi’qI Claimant finds voici' 



DIVISION OF MONARCH AVALON, INC. 

4517 Harford Road, Baltimore, MD 21214 


If Kingmaker cannot be found locally, please call 


TOLL EREE l-4j0()-999-3222 


Available on: IBM PL compatibles. 
Required: Processor 2S6 or better. 
Min. 640K memory. High Density 
Hard I>riveA'(}A graphic support 
AdLib, Roland, SoundBlaster 
Sound support for digitized speech. 
Also available: Commodore Amiga. 
1 MB reqd. HI) recommended. 






V as in Velocityi 
Delta-V Flies! 


by Russ Ceccola 






Lately, something has been moving at 
incredible speeds in Maryland. It's certainly 
not the cars on lnterstate-95, thanks to the 
Delaware toll booth. Instead, it’s not far north¬ 
west from Washington, a bit southwest of 
Baltimore and will soon arrive in software 
stores everywhere. 

This speed demon is none other than 
Bethesda Softworks’s Delta-V, simply the 




fastest, most exciting flight experience for 
home computers. Fans demand high-speed, 
adrenaline-pumping arcade games. Delta-V 
will surprise these joystick jockeys and capture 
the rest of the flight sim fans who give it a try. 

Delta-V is not by any means a flight simula¬ 
tion. It concentrates on the action and avoids 
the trivialities associated with learning vehicle 
controls. 

Delta-V takes place in 
the 24th century, a future 
in which data is money 
and enterprising individu¬ 
als known as "netrunners” 
have discovered ways 
intercept data on 
worldwide computt 
work lines and maintramt 
computers. They do this ii 
cyberspace by “jacking" 
into the networks through 
a neural link that allows 
them to control a trace that 
"'uun ; explore the data path¬ 
ways. This trace is the 
vehicle that players control * 


in Delta-V. The .1-D trench-like play 
fields in each level are data lines. The 
enemies and obstacles players encounter 
are the defenses set up by rival corpora¬ 
tions to guard their data. 

In Delta-V. each level is another mis¬ 
sion for the players to conquer in order 
to live another day and eventually win 
their freedom from the Black Sun 

Corporation that tricked them into 
acting as netrunners for the com- 
ri pany on the GlobalNet. 
r ; Only a small part of Delta-V 
Si compares to what people know as 
51 a flight simulation. The best way 
to classify it is as an arcade game. 
Players control a vehicle akin to 
an airborne craft (the trace) that 
5: they outfit with weapons and spe- 
cial attachments. The goal of each 
mission/level is to make it to the 
end of the trench or pathway and 
collect any data packets along the way. 

Executive producer and Bethesda 
Softworks president Chris Weaver com¬ 
mented in a recent visit that “we don't 
believe Delta-V falls neatly into any one cate¬ 
gory. The game pushes the envelope of speed 
and frame rate where nobody has gone before. 
We had designed most of the parts that were 


assembled into Delta-V before, but we had to 
go a lot further from the start to make the 
game fun and technologically feasible." 

The graphics in Delta-V require a lot of 

power from the computer on 
which the game will run. 
Although the game works 
best on a 486-bascd com¬ 
puter at a clock speed of 
66MH/., designer Greg 
Kreafle smartly set up the 
graphics options. Players 
can turn off the sky or cock¬ 
pit of the trace and turn 
down the graphics levels on 
other elements to keep the 
game fast without losing too 
much of the original game 
vision, Krcane explained 
liliU ttuj design team wanted 
to "uiake the game visually i 
stimulating, easy to get intt) 













and exciting so that people have a total blast. 
Trying to balance the levels of detail on all 
computer configurations is difficult, so we put 
that power in the 
hands of the player.” 

The game’s artists 
used 3-D Studio to 
design the trenches, 
vehicles, enemies 
and other 3-D graph¬ 
ics and then convert¬ 
ed the graphics files 
to maximize space 
and game speed. 

Delta-V effectively 
uses a variety of tech¬ 
niques including Gouraud shading and 
polygon-based objects that make the game as 
visually exciting as the game play itself. 

The graphics and high-speed action are 
impressive, but the elements that tie it all 
together and add emotion are Eric Heberling’s 
incredible audio effects and music. Although 
Delta-V’s music will shake the walls of any 
room in which it is played, the game is clearly 
a reason to wear headphones. Heberling uses 
completely original science fiction-type 
themes to make the game seem that much 
faster. The music is sometimes unsettling and 
dark, but other times it sounds upbeat. The 
sound effects complete the illusion of total 
immersion in the game world. Turn down the 
lights and turn up the volume for a session that 
will surely make any player sweat. 

The future world in Delta-V is a very bleak 
one. With all these greedy corporations, one 
may wonder if there is any hope for a bright 
future. Survival is such a primitive goal, but 
netrunners are thankful for that opportunity 
because of Black Sun’s disregard for their 
well-being. The almighty dollar is supreme! 

Kreatle is pleased with the story behind the 
game, but realizes that "many players may Just 
want to run the trenches. That’s fine, but 
they'll miss many of the explanations behind 
each run and the subtle hints imbedded in the 
tnission briefings.” The best suggestion for 
those players who want to concentrate on the 
action is to give the story a try for a few mis¬ 
sions to get accustomed to the goals and tlien 
check in again every time there is something 
new in the trench. Delta-V has 40 levels, some 
of which have end-ol-trench "hosscs” t(» 
surprise players and catch them ollg’ljjiyi. 

Delta-V is the ultimate test of a playyr % 
reactions and hand'Cye coon.linatioBi’Wciivei 
Itas-apilot’s liee'nsb a/iii ifinnyhofirs lU tlje/dr • 
•under his belt. He explained how l)elfa-V s 
ptayers must '■devel(,>tTtheir skills so that they 


fly so well that they’re thinking ahead a few 
moves and ready to make instantaneous adjust¬ 
ments. You can’t be complacent in the trench.” 

Kreafle 
described the 
game in different 
terms. “There’s a 
steep learning 
curve, but as soon 
as you get good at 
Delta-V you go 
crazy because 
everything 
changes and there 
is a random ele¬ 
ment to the layout 
of the trenches.” Players have walked away 
from the game sweating. The action is so 
intense and fast that many players will find it 
difficult to pull away from the game because 


of their incredihle concentration on what 
happens on the screen. 

Della-V has such a hold on players that 
they’ll continue to "run” a trench until they get 
it just right. That will work well on the early 
levels, but only the players who develop great 
reactions and throw away their expectations of 
what will happen next in the trench will be 
able to complete all of the game’s missions. 

Gne Delta-V expert at Bethesda Softworks 
appears almost superhuman as he reacts in less 
than a half of a second to levels in the ‘3()s. 
The better players get at the game, the less that 
reaction time seems impossible. Kreafie is 
proud that "the gtime is even fun for the devel¬ 
opers after countless hours of testing, so 1 
know we’re doing something right.” 

Jack into the net, ‘runner, and see how data 
retrieval is a game of life and detith in the 
24th cetitury. 












Space Quest Starts 
a New Chapter 

By Russ Ceccola 






Who knows what evil lurks in the hearts 
of men? Oops, wrong slogan. Who knows 
what wickedly corny jokes lurk in the 
depths of the design offices of Sierra On- 
Line in Oakhurst, CA? Josh Mandel 
knows... 

Early in 1995, Sierra On-Line will release 
the sixth game in their very popular Space 
Quest .series. The first four games in the 
series were the creations of the Two Guys 
from Andromeda (Mark Crowe and Scott 
Murphy), two of Sierra’s wackiest personali¬ 
ties. When Crowe left Sierra to join sister 
company Dynamix in Oregon, he took the 
series along for the ride. Space Quest V: The 








Next Mutation was a solo Crowe (at that 
point, the One Guy from Andromeda) effort. 

The fast-approaching Space Quest VI 
began with a search for a 
new designer by Murphy 
and Crowe, both busy with 
other projects. Those loyal 
fans of Roger Wilco. the 
series' star, who buy the 
recently-released Space 
Quest Classics CD collec¬ 
tion will also find a treat on 
the CD—a video narration 
of the search for the sixth 
game’s designer. Many ; 
people come and go in the 
clip, but one person fits and 
looks the part perfcetly — 
the bearded Josh Mandel. a 
much slimmer and shorter I 
, .version of wacky Cabin 
Bdy star Chris Elliott. 


-.AlllitiiiiinLLiUkUUiXUUUXlii uut^ 
Mandel received the Two Guys’s blessing 
for Space Quest VI. “Space Quest is my 
favorite series, so 1 had a lot of enthusiasm to 
do the game.’’ Mandel explained in a 
y, recent interview. Five minutes with 
i ' Mandel is certainly long enough for 
: i his sarcastic wit and wry humor to 
f evoke at least a groan or two from 
M the listener. 

Mandel began his career at 
^ Sierra in 1990, anxiously searching 
3 for a project as he wandered the 
halls of the design building. Space 
Quest IV was in production at the 
time, so he managed to write some 
jokes for the game, notably the com¬ 
puter game parodies in the Galaxy Galeria’s 
mall and the fake hint book packaged with 


While Crowe ran off to Oregon with 
Space Quest V, Mandel teamed up with 
Leisure Suit Larry creator A1 Lowe on 
Freddy Pharkas: Frontier Pharmacist. 
Mandel and Lowe filled the game with so 
many puns, jokes, and visual guffaws that it 
was easy to spot someone playing the game 
from both the laughs and groans that accom¬ 
panied every move. Now Mandel is back to 
the Space Quest series, but without a catchy 
name like his predecessors (send any sug¬ 
gestions to Sierra On-Line). 

The basis for Mandel’s humor and quick-on- 
the-trigger ability to pop out a joke (Why did 
Michael Jackson like K-Mart?) goes back to 
his childhood. 




No, it wasn’t troubled. No, he was not relat¬ 
ed to Tonya Harding, Madonna, or John 

Wayne Bobbitt. But he did 
live in a large family that 
“verbally fenced all the 
time. You had to think 
fast.” Also, Josh was the 
class clown and "nerdy 
picked-on kid,” so it was 
easy for him to develop a 
sarcastic, cynical attitude 
(much like Scott Murphy) 
when he defended himself 
against his foes and the big 
bullies by "humiliating 
them verbally.” Those 
influences perfectly pre¬ 
pared him for games like 
Freddy Pharkas and 

•Space Quest VI. - -> 

This latest Space Quest ■ 
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game takes plaee immediately after the finale 
ol' Space Quest V. Roger Wilco is held 
accountable for all the destruction in the previ¬ 
ous game and gets demoted back to janitor (his 
role in the first four games). Over the course of 
this new adventure, Wilco develops a friend¬ 
ship with Corpsman Santiago who he must 
eventually save from evil forces. 

Murphy helped Mandel out on Space 
Quest VI. "Scott and 1 talked about Roger 
Wilco a lot and decided that it was better to 
have him as a Janitor than a captain because 
he's ultimately an underdog, not a leader," 
Mandel explained. 

Although Mandel heads the design team for 
Space Quest VI. he realized that the series 
may not continue to be in his list of upcoming 
designs. "1 feel like I’m just babysitting, which 


really Scott and Mark’s baby." 

Mandel picked up many of his necessary 
design skills with Freddy Pharkas. "On 
Freddy Pharkas. 1 had to 
deal with issues that a 
designer has to consider 
that I hadn’t touched 
before. Also, it was the 
first time people respond¬ 
ed directly to my work. 

I’ve used their comments 
and criticisms to make 
Space Quest Via better ." 
game than Freddy 
Pharkas. I’m basically 
just trying to please i 
myself," he confessed. 

"The Space Quest series 
has a history of getting ] 
added. 

“Bui rMve avoided the 
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touchy subjects and instead relied on 
the vast supply of science-fiction 
shows, movies, and books for inspi¬ 
ration and joke targets." 

Space Quest VI has a different 
look than previous games, but a simi¬ 
lar interface. I’he artists filled the 
screen with high-resolution graphics 
as detailed as Saturday morning car¬ 
toons. This approach returns some of 
the llavor of the first three gtimes and 
avoids the realistic ;ind graphic novel 
looks used respectively for the fourth 
and fifth adventures. 

The graphics in Mandel’s Space Quest are 
.so detailed and lively animated that players 
will be able to see a character raise an eyebrow 
or subtly frown. The design team maintained 


and unique action pointers for each inventory 
item, but they tweaked the commands |ust a 
bit. For example, the walk icon is now a "ft 


icon, which expands the puzzle possibilities. 

Space Quest VI will ship on CD-ROM 
formats only. Kvery line of dialogue has an 
accompanying voice. There are also lots of 
musical styles and both futuristic and wacky 
sound effects. "It’s a lot harder to maintain the 
llexibility of the game because we’re produc¬ 
ing it on CD-ROM first. This means we have 
to record all the voices in advance, but there 
are places where we can ;idd humor visually 
and in some text," Mandel said. "I’ve tried to 
avoid using sound and/or verbal clues for the 
puzzles because 1 think there are probably a 
good number of people who still play these 
games at the office." 

Space Quest VI will set the stage for more 
Mandel-led games at Sierra. When asked about 
a sequel to Freddy Pharkas, he explained 
how "a Freddy Pharkas game has to be tied 
to the next wave of popularity of Westerns. 
Right now they’re down. Even City Slickers II 
didn’t do well.” 

Does Mandel worry about the resurrection 
of another notorious yet lovable sanitation 
worker in outer space from the early ‘80s, 
namely the player-hero of Planetfall? "The 
future needs more janitors," he joked. 
Planetfall is his favorite game of all time. 

"Steve Meretzky [designer of 
Planetfall. Statiunfall and the 
Spellcaster series and another 
bearded funnyman] is one of 
my top two favorite game 
designers. The other works for 
Sierra. If I do half as well as 
he does with a game. I’ll be 
partly satisfied." Space Quest 
Vi's players will judge that 
last pai t, but one thing is cer- 
Josh Mandel has the wit 
and memory for humor'to fit 
in with that bunch of 
Andromedans, wherever they 
are in the galaxy. Now what’s 
-tlio dea) with all these bearded 
desigiiefii?'/ ; 



is fine, because the Space Quest series is the standard Sierra graphic adventure icons 
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] A Smart Future 

Battlecruiser 3000 AD’s Designer 
Redefines the Gaming Universe 


by Ed Dille 

Derek Smart is a man with unquestioned them and the Battlecruiser, alternately flying conduct an escape attempt and run through the 

determination and brilliance, a lone wolf who and fighting or sitting back and letting the ship sabotaging things, they might be killed or 

refused to compromise his vision despite unbe- individual pilot AI handle the combat. taken hostage. Events like this are not part of 

lievable adversity. When you eventually do go to the ACM the scripted story line of the game, but they 

The result of his six-year odyssey through Mode, you find out just how detailed this pro- happen because of the way the neural net 
the maze of electronic game design is gram really is. You are in command of the makes decisions. 

Battlecruiser 3000 AD 

(BC), a science-fiction V ?'l' * k‘'V V'T""T'.*T'77"* The Universe never comes 

to a stop unless the player 
hits the pause key. It is a 
completely dynamic envi¬ 
ronment. If there is a war 
going on 15 light years 
away, the neural net man¬ 
ages that war exclusive of 
the player’s interaction. If 
the player actually travels to 
that system to intervene, 
then the net stops and evalu¬ 
ates that player’s thread 
directly into the equation 
and modifies events 
accordingly. 

games in one. The players X,., ^ f 11 • i S si j * * i t i i t » * * > 4 m 1 1 f j ^ EG: To clarify, if you are 

start out as lowly Interceptor carrying prisoners and they 

pilots and must work their way up through the Battlecruiser and your eventual goal is to stop break out, they can travel anywhere in the ship 

ranks to get command of a Battlecruiser. They the Gammulans from taking over Terran or and cause problems that have nothing to do 

gain this experience in the Transim, which is friendly portions of the galaxy. You don’t Just with the thrust of the main story that you are 

short for training simulator. The Transim is a fly and fight anymore, you’ve got to manage working on, but they still must be dealt with 

first-person space combat simulator that is the crew of the Battlecruiser, each member of despite the timing. 

even more detailed than Wing Commander, which has their own AI personality and skill DS: Right. You have to make sure that when 

and it afso has air to ground missions, which sets. You have guys like a chief engineer who you send your marines to the surface, and you 

take place in the atmosphere of planets, that walks around the ship monitoring equipment would send them when it is necessary to either 

are as challenging as Falcon 3.0. Each time status and fixing the things you tell him to. take out a sub-target or conduct a covert mis- 

you enter the Transim, it generates a complete- You listen to their input about all the different sion where the use of Interceptors would give 

ly new mission profile with up to 10 way- daily events the neural net generates exclusive it away, you put them on a shuttle or in the 

points and populates them with enemies based of the main game and make decisions based on transporter and send them to the surface, 

on your skill level, so some players will never how much you trust their Judgment. Some When they get on the surface, which is also 

want to go anywhere else. crew members are good, others not so good, completely 3-D modeled, you give them a 

Once you advance to command of a and the player will only find out over time mission and pick out a target. While they are 

Battlecruiser, you can either go to the ACM, how much their input can be trusted. Also, carrying out the mission, and remember, all 

which is the Advanced Campaign Mode (I’ll because the entire universe is modeled in 3-D, these guys have governing AI personalities and 

talk about that in a minutej. or continue in the these crew members actually walk the decks of variable skill levels as well, you watch them 

Transim. If you continue ip the Transim, you the ship in the coiTect manner to get from from ^^pjerhead screen on the Battlecruiser, 

w ill be up against other Battlecruisers and point A to point B to do their Jobs. If they Just where you can literally zoom down to see the 

Carriers. Each Battlecruiser has four happen to be w alking past the security cell, for whites )ofl_hitr eyes if you want to. So they 

Interceptors on board and. (luring. tJiei battlev. > example, whea-.the;neural ndf.diJeirMnfes-ithat; i.. .finish their rakssion.-for example, and ask £ot - 

yoii can hop back and forth among each of some prisoners being held*'there are going to permission to bring back'prisoners. ; 
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Now. if your research engineer had a high 
enough AI level to begin with, he might have 
told you that this particular area had high lev¬ 
els of radiation or contamination. If you 
remember this, or the research engineer catch¬ 
es the readings on 
the sensors when 
the shuttle 
returns, you can 
contain the prob¬ 
lem. If you don't 
pay attention to 
these little details 
and you move 
these people out 
of the shuttle to 
the detention 
hold, guess what 
happens? Every deck they go on gets contami¬ 
nated and infected. 

Now, if you don’t have the vaccines, every¬ 
one starts to die off one by one. You either 
have to isolate the contaminated people, put 
them all on a shuttle, send it off and detonate 
it. or you've got to stop everything else you 
are doing on the current mission to find the 
vaccine. Either way, you are going to lose peo¬ 
ple with critical skills that you need for the 
mission due to a lapse in judgment. The game 
is very real world that way. 

EG: You mentioned a thread earlier, please 
explain for our readers what a thread is and 
how it works inside the net. 

DS: Sure. I have one neural net that handles 
game play. It is like the center of a web and it 
controls and monitors 10 distinct game 
engines. The minute you execute the program 
it initializes the entire Universe; 75 planets, 25 
star bases, 48 star stations, 144 moons, 3,419 
stellar objects including asteroids, meteorites, 
comets, flux fields, jump points, worm holes, 
black holes, bina¬ 
ry stars, all the 
galaxies, and so 
forth. The whole 
thing is astro- 
physically cor¬ 
rect. All the orbits 
and trajectories 
are correct. If the 
player does 

influence the tra- 
jectory'of a mete¬ 
orite, for example, the program w411 |;t^i^ate a 
completely accurate new trajectory based-oh 
force, mass, angle of attack, all of 'tliaU If the 
neworajectory places die raetaonon-a csIlRaon. 
course with another object, it will hit tlwt 




object unless the player does something, else to 
correct it. 

Anyway, to get back to the threads, the net 
has various channels that it uses to monitor 
and control game events simultaneously. These 
are called threads. 
Three threads are 
used to monitor all 
the friendly alien 
races, and three more 
for the hostile aliens. 
There are 14 alien 
races in all. One 
thread is used exclu- 
^ sively to monitor and 
^ evaluate the player's 
? actions. Another 
thread is dedicated 
exclusively to updating the physical 3-D 
model based on actions that occurred any¬ 
where in the game, with or without player 
involvement. Finally, there are two threads that 
the net uses for its own strategic thinking and 
decision making. When the player enters a 
region, their thread takes priority over the 
other threads, but all the threads are still work¬ 
ing together to shape the flow of events in the 
game. It is a living thing, such that no two 
games will ever be the same. 

EG: Let's return for the moment to the 
physical model. The effort it must have taken 
to create a physically correct model must have 
been tremendous. 

DS: It was, but it was worth it. The only 
place I took some liberties was with the jump 
points. 1 didn’t want the player to have to sit 
down and endure a flight from Earth to Mars, 
for example, so 1 used jump points to get the 
player from one action to another quickly. To 
get from A to B you can also use a wormhole. 
The only thing is, you will take slight damage, 
but you won’t use 
any power. With flux 
fields, you won’t 
take damage, but 
there is no guarantee 
that it will get you 
where you want to 
go. You may have to 
backtrack. 

Anyway, the jump 
points are also 
important because I 
can design a new 
galaxy, link it with a jump point, and create an 
entire mission disk that will plug into the 
existing galaxy and operating system and 
. JhJiuedihfdl.y bf.Vttbgnized aiiiJ niaHitained by 
the neural net that is already in placp. 



EG: The neural net also learns from the 
player and becomes tougher as it goes along, 

DS: Yes, it controls everything and reacts to 
every event. It handles all the alien beings and 
the game play, not according to a preset pat¬ 
tern, but according to a logical pattern based 
on the governing rules it has been given. It 
decides who gets born as well as who gets 
killed. If a building gets blown up, the net 
determines when it gets rebuilt based on the 
tech level of that planet and the available 
resources. For example, if you go into a region 
and lay waste to a planet, but leave its nuclear 
reactor on-line, when you return after a period 
of game time, it will be rebuilt bigger and bet¬ 
ter. If you had to take out five missile sites 
before, you might have to face six or seven 
this time around, simply because the net 
knows that five was not enough to stop you 
before. I emphasize again, that these are all 
unscripted events that occur in response to 
player actions or, in some cases, inaction, 
and are not a preordained part of the game’s 
underlying theme. 

EG: So, in other words, the player is just 
another “random” variable in an existing 
dynamic universe? 

DS: Exactly, and no game as ever done that 
to the degree that Battlecruiser 3000 AD 
does. Now that Tm finally down to the final 
stages of development, Tm very excited. 


So are we. The EG staff has never wit¬ 
nessed anything that rivals the complexity and 
richness of detail that Derek has rendered. 
Players can sit behind a planet and do nothing 
except drink coffee and watch if they wish, 
and the game is still “smart” enough to work 
its way to some conclusion. But. just as in the 
real world, you can make a difference if you 
want to. Battlecruiser 3000 AD is truly a 
watershed product in the ^ of interactive 
experiences. * * 
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The 7th Guest 
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the CD-i version allovMstat 
^^sponse...instantaneous cuts...' 
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So, you've already played these games on other formats. Good. Then you'll be the first to appreciate 
the full-on sonic and visual overhaul CD-i has made on them. Remember the blurry, pixilated graphics? 
The dime-store sound effects? Weil it wasn't your vision and hearing that sucked. We've replaced them 
3— j with razor-sharp video and digitally crisp audio. And those with 
quicker reflexes than the average 80-year-old will dig the faster 
response time. But we've bent your ear iong enough. Experience 
the ciassics on GD-i for yourself. After all, you've got 132 million 
photoreceptors ieaning dangerousiy towards the snooze button. 
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LOS COUIDE 



by Joyce Worley 

Since the birth of electronic gaming, Hollywood has eyed the industry as an 
avenue of expansion. However, although there were excursions of the movie world into 
gaming, the blocky graphics of early systems discouraged the giants of entertainment. 

That’s all over now. Improvements in the interactive entertainment experience made the big boys 
in Hollywood take note of the lucrative gaming market. 

Movie giants started edging into the industry in response to graphic improvements. It was a multipronged 
maneuver. At first, movie properties were licensed to gaming companies for development. Now, there are even a 
few crossovers going the other way: hit games turned into movies. Movie companies formed their own game divisions, 
and acquired top talent to man their efforts. At the same time, some prominent software companies looked to movie people for 
expertise in special effects. 

The growing multimedia market intensified the exchange of ideas and talent. Now, many games star live actors and contain 
movie footage. 
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Productions. Universal also will publish Way 
of the Warrior, the 3 DO martial arts game 
developed by Naughty Dog Software. 

Twentieth Century Fox established Fox 
Interactive and hired veteran Ted Hoff (for¬ 
merly with Tengen/Time Warner) as general 
manager. His role is to create and acquire 
properties to be turned into interactive enter¬ 
tainments. The first projects in development 
are The Pagemaster, based on the movie by 
the same name scheduled for November 
release; and The Tick, based on Ben Elund’s 
comic books, which also will be an animated 
TV series on Fox Children’s Network this fall. 

Metro-Goldwyn-Mayer signed a deal with 
Sega of America; the companies will jointly 
create games, television programs, and motion 
pictures, to be released under both names. 
“This agreement is ambitious in its immediate 
goals and wide-ranging in its intent, because 
MGM and Sega will immediately begin work 
on a range of titles. We plan to work toward 
the simultaneous introduction of traditional 
film and interactive product...” said Joe Miller, 
SoA’s VP of product development. 

Vivid Interactive, the world’s largest pro¬ 
ducer of adult films, decided to become part 
of the gaming industry. Their first release, 
Winner Takes All is a roulette game, but now 
they’re more ambitious. Inspired by Philips’ 
CD-i production Voyeur, Vivid is filming 
Mirage; The Game, an interactive cowboy 
and Indians game aimed squarely at the over- 
16 market. “It’s adult, but definitely not 
pornographic,” said Vivid’s David James. 

But adult entertainments are coming. In 
response to encouragement from Philips, 

Vivid put five movies on CD-i, starting with 
Blonde Justice, described as “soft adult.” 
They’re negotiating with Atari to make the 
products available for the Jaguar. In Japan, 
Panasonic formed a special consortium to 
market adult products for 3DO; so Vivid’s 
movies will be available in the Island Nation. 

Not every movie company has made its 
mark in gameland. For example, there’s a 
giant untapped reservoir of film properties 
waiting in the Time Warner company coffers. 
Officers have made no statements about 
developing its library into interactive enter¬ 
tainments, but it seems likely to happen. 

But, one thing’s for sure: Hollywood has 
arrived in gameland. 


Flicks Go To Disk 

There’s been a steady stream of movies 
licensed for interactive entertainment, since 
the days of E.T., Kramer vs. Kramer, and 
M.A.S.H. There’s hardly a hit movie without a 
game based on it. 

Some of the most famous crossovers are 
from science-fiction movies. LucasFilms’ Star 
Wars trilogy has been mined for games over 
and over by LucasArts. Similarly, Paramount’s 
Star Trek universe provides grist for the game 
mills; this year. Spectrum Holobyte, 

Paramount Interactive, Interplay, and Simon & 
Schuster will continue the Star Trek journey. 
The Alien mythos also burst onto monitors. 
Most recently, Capcom USA teamed with 
20th Century Fox on an Alien vs. Predators 
coin-op. 


Some Games Become Dramas 

The most unique movie/game crossover is 
being developed by Leigh Rothschild of 
Capstone. Body Count is being developed as 
a game, first for CD-ROM, then for PC Disk, 
and simultaneously being produced by Leigh 
as a movie. This uses an enhanced 
Wolfenstein 3-D engine, in a battle to take 
back the terrorist-occupied United Nations. 

There’s a long history of games becoming 
animated television series, from Pac-Man to 
Street Fighter. The latest to go to tube is 
Capcom’s Mega Man. Ruby-Spears, a pro¬ 
ducer of children’s animations for TV, created 
and produced the series for syndication. 

Filming of the movie Street Fighter started 
in May in Thailand, starring Jean-Claude Van 
Damme and Raul Julia. It’s produced by 
Edward Pressman, who just finished The 
Crow, and written by Steven de Souza (his 
previous credits include 48 Mrs., Die Hard, 

The Flintstones). It’s the first movie ever com¬ 
pletely financed by a game company; Capcom 
Co., Ltd., the Japanese parent of Capcom 
USA, is picking up the bill. 

Pressman explained his interest in games as 
a source for movies: “This is a time in which 
comic book and video game characters have 
permeated the popular consciousness. They 
provide a wealth of imaginative characters, 
settings, and situations for motion pictures and 
multimedia projects.” 


Movie Talent In Gameland 

At first, all the roles were played by the 
company staff. Now, companies hire profes¬ 
sional actors to star in the games. 

This new source of employment for 
actors attracted the 

tion 


of the Screen Actors Guild. After meetings 
with industry figures. Guild lawyers recog¬ 
nized that game sales aren’t big enough to pay 
the same as movies. Yet, this market will pro¬ 
vide employment for many Guild members. 

Other people are interested in the industry, 
from special effects designers to business 
management. It goes all the way to the techni¬ 
cians; Technicolor, the world’s largest proces¬ 
sor of motion picture film, is now providing 
replication services for CD games. 

One company. Rocket Science Games, drew 
heavily on Hollywood talent to fomvits team. 
Screenwriter Mike Backes worked on Rising 
Sun, Jurassic Park, and Congo. Writer/design¬ 
er Ron Cobb {Aliens, The Abyss, Back to the 
Future, True Lies) is working on the compa¬ 
ny’s first game. Loadstar: The Legend of 
Tiilly Bodine. The crew also includes visual 
effects producer Mark Mullen (Industrial 
Light & Magic, Paul McCartney, Space 
Rangers, Coca-Cola); producer David 
Brownstein (In The Pig's Eye); producer 
Matthew Fassberg (MTV, Comedy Central, 
Entertainment Tonight); and producer Tony 
Payne {Kiss of the Spider Woman). 


The Studios Make Their Moves 

The most dramatic marriage of movies and 
games occurred when Viacom purchased 
ICOM Simulations to be their game develop¬ 
ment arm. Viacom’s entertainment holdings, 
including their own library as well as MTV, 
VH-1, Showtime, and Nickelodeon, were then 
increased by the addition of Paramount 
Pictures and Paramount Television. 

Viacom Interactive will use these resources 
as bases for interactive entertainment. 

Dracula Unleashed, Rocko’s Modern Life, 
Beavis & Butt-head, MTV’s Club Dead and 
Nickelodeon Guts use Viacom properties. 
Paramount Interactive already has a group of 
award winners, from developers like Cyberflix 
(Lunicus, Jump Raven, Skullcracker), 
Medior (Rock, Rap ‘n Roll), Music Pen 
(Lenny’s Music Toons), and Novotrade 
(Richard Scarry’s Busytown). Future prod¬ 
ucts will be based on Paramount properties. 

Universal Interactive Studio, a unit of MCA 
Inc., will develop interactive software based 
on MCA movie and television properties. 
Universal, too, saw the value of working 
closely with a top software publisher, and pur¬ 
chased an interest in 
Interplay 




rtnaUy. A Sound Curd 
from u company that knows sound! 


Soundscape™ by ENSONIQ. The first wavetMe sound board that pfives you professional 16-bit sound and 
compatibility with today’s hottest pame titles and multimedia applications -at a price you can afford. 


ENSONIQ is a leading manufacturer of high-quality 
synthesizers used by top recording artists. Now, the same 
wavetable technology that drives our $3,000 keyboards is 
available for your PC. 



Award-winning sounds. Our commitment to sound is unequaled. With 
Soundscape, you’ll hear sounds created by Grammy Award-winning 
musicians, renowned orchestral players, and top studio engineers. 


Make the right choice. 

Call 1-800-942-0096for more information. 
Soundscape is now available at all Electronics 
Boutique and Waldensoftware locations. 



Maximum compatihility. Great sound doesn't matter if your board 
won't work with your software, so we've made Soundscape compatible 
with virtually all PC standards. Whether you're in the game room, the 
classroom, or the boardroom, Soundscape will provide unrivaled sound 
quality for all your applications. 


For $279 (suj^ested retail) youpfet: 
Genuine ENSONIQ wavetable synthesis 
16-bit sound with 32 voice polyphony 


Supports the broadest range of games and 
multimedia standards, including: 
SoundBlaster™* AdLib™, MPU-401, 
MT-32, General MIDI, MFC Level 1 & 2, 
Windows™ 3.1, Windows Sound System™ 


No host CPU overhead; no TSR's 


3 CD-ROM connectors for maximum flexibility 


60-day no-nonsense refund, plus a three year 
limited hardware warranty 


lENSONiOl 

Leading the World in Sound Innovation 













ACCESS ON THE WALK 
OF FAME 

by Bill Kunkel 

The lights! The cameras! The celebrities! 

Was it the gala premiere of Spielberg’s 
latest blockbuster? George Lucas sneak 
previewing the first reels of the new Star Wars 
trilogy? Martin Scorcese announcing a film 
deal with King Missile? 

No, gentle readers, it was none of those 
things. In fact, there weren’t even any klieg 
lights, and no one interviewed me on a red 
carpet as I stepped from the limo in front of 
the Academy of Motion Picture Arts & 

Science building in Hollywood. 

But the event was not without its historical 
significance and, in the long run, may be far 
better remembered than many more high- 
profile tinseltown openings. 

In fact, this gathering of celebrities, journal¬ 
ists, media vultures, and a select segment of 
the gaming press comprised the first-ever 
Hollywood-style premiere for an electronic 
game. Access had come from its humble Salt 
Lake City home base to sin-soaked lotusland 
for the purpose of gaining maximum media 





earlier entries in the series) from triple-threat 
Chris Jones. Jones was an aspiring filmmaker 
whose unsold, satirical gumshoe script, “The 
Singing Detective,” was gathering dust on an 
agent’s shelf when he connected with Access 
Software. The script became the genesis for 
Mean Streets, which Chris not only created 



and designed, but in which he also portrayed 
protagonist Tex Murphy, a role he continues to 
assay in Under a Killing Moon. 

In addition to his design hat and acting 
fedora, Chris also dons the pinstripes for a 
full-time executive role at Access’ highest 
level. Jones and co-author Aaron Conners 
(who arrived with his lovely bride), another 



impact for the launch of its long-awaited inter¬ 
active movie, Under a Killing Moon. 

The game is the latest in the Tex Murphy 
saga (Mean Streets and Martian 
Memoran-dum 
being 
the 
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I Fighter Wing is a new breed of flight 

M / fMi / Hj/ —JM simulation game, offering the ultimate 
' II arcade flight combat experience with the 

world's top fighter aircraft, but without the 
JBBHhk. steep learning curves. Armed with the high 
performance Gemsoft’" 3-D engine with real time terrain generation 
using real maps, a wide variety of challenging combat missions. 
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It^s €Qmbat 
no matter 
how you 
took at it§ 


Fighter wing provides a "sit and shoot" experience 
in a matter of minutes 

Featuring actual video footage from the award 
winning TV series FirePower"* 

Choose from Training Missions; Multiple player 
Missions for up to 16 players playing over a Local 
Area Network; and Complex Missions for 1-3 
players competing against the computer 


and actual combat video footage. Fighter Wing packs an awesome ’ state-of-the-art aircraft 

from the world's most powerful nations, in the 

arsenal that can outgun any flight combat simulator. world's most dangerous hot spots. 
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Dallas. Texas 800-238-4277 

©1994 Meril Soffwore’“. Fighter Wing'“ ©1994 by Gemsoh Corporation. All Rights Reserved. Fighter Wing ~ is a registered trademark of C 
©1988-1993 Video OnJinonce, Inc. All Rights Reserved, FIREPOWER’” is a trademark of Video Ordinonee, Inc,, NY. All other trode non 
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Kidder, best known for her role as Lois 
Lane in the Christopher Reeve Superman 
films, plays “Sass” in UAKM, a salty barmaid 
and informant who provides Murphy with 


scenes, it was not unlike buddying up to 
James Earl Jones (who portrays UAKM’s 
“Big P.I. in the Sky” but no-showed the 

premiere) after watching 
Star Wars. 

The media blitz produced 
maximum results for a 
minimum of expense (the 
Pentium computers on 
which the game ran were 
contributed by Intel, for 
example). The event was 
all over TV and, for the 
first time, the release of an 
interactive movie was 
treated with the class and 
credibility of a feature film 
debut. 

As the event closed 
down, the celebs filed out 
and the big screens and 
computers were broken down, a thought per¬ 
sisted: in five years, would this event be seen 
as a trivial footnote in interactive gaming, or a 
milestone in the history of entertainment? 


bright young recruit from the University of 
Utah, showed the flag for Access, along with 
marketing wizard Steve Witzel, PR dynamo 
Susan Dunn, and legendary Access founder 
Bruce Carver. 

Guests brought in for the sizzle included 
Killing Moon stars Margot Kidder and 
Russell Means (Brian Keith couldn’t make the 
festivities), as well as a positively Felliniesque 
collection of videocam-toting TV crews, low- 
level celebs and fading TV personalities. Gary 
Coleman (who owns his own arcade and 
declared himself absolutely ecstatic about the 
Access game, especially when a camera was 
around) was there, as was David Birney and 
former Benson star Robert Guillaume, who 
made some skeptical comments to the press 
about “acting in front of a blue screen” that 
didn’t seem to indicate a passion for interac¬ 
tive cinema. 



Access' Chris Jones 
Detects The Future 

Chris Jones is not just Tex Murphy; 
he’s the driving force behind Access' 
extravagant production of Under A 
Killing Moon. He co-designed the work 
with scriptwriter Aaron Conners, starred 
in the production, and also acted as 
Project Director through the two-year 
endeavor. 

Chris’s educational background read¬ 
ied him for a business career. But he had 
a great interest in movies. “I used to 
actually study the cinematics,” he 
explained. “1 loved movies and wanted 
to understand how they produced the 
emotional responses in the viewers.” 

It’s no surprise that the man who is 
Tex Murphy says detective movies were 
his favorites; Maltese Falcon. 

Humphrey Bogart, and Robert Mitchum 
were his primary influences. 

But love for games got him started in 
his career. He and Bruce Carver, while 
working for an engineering firm, used to 
play Intellivision during their off hours. 
“We mostly played sports games. 
Intellivision Baseball, in particular, kept 
us playing late into the nights.” Then in 
1982, Bruce bought a Commodore 64 
and asked Chris to go into business with 
him, so they started Access as partners. 

Chris feels that the CD medium is 
providing developers with a vehicle for 
programs that, in Chris’s words, 
“approach art, by blending plot, charac¬ 
ter, graphics, and sound into a unified 
work.” He stressed that it’s vital for 
future entertainments to be truly interac¬ 
tive, and not just passive experiences. 

What’s ahead for Access? “Well, 
we’re going on with golf, of course. 

And, next year there’ll be a sequel to 
Under A Killing Moon. We’ll use 
everything we learned doing the first 
one, and try to move the art forward, to 
push the edge of what is possible.” 

Will Tex be back? Absolutely! And 
the tall man from Access will be right 
there, bringing him to life. 

(Joyce Worley) 



some key info in the course of the cinemar- 
cade contest. She was certainly a trouper at 
the party, closing down the show, partying 
hearty, and conversing freely with anyone 
who approached her. Russell 
Means, the Native j 
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come to me very early [in the 
process], I had done a 


out and help define a production pathway that 
is more in line with industry standards. That 
way, they could take these projects anywhere 
in town, so that any post-production house 
will understand it and you’re not reinventing 
the wheel. So I did that, but with the under¬ 
standing that what I was doing at that point in 
my career was directing. So I wound up 
directing [CD version] Lords of the Rising 
Sun, and helped them reorganize their produc¬ 
tion system. Then, when Voyeur came along 
as a concept, I was the natural guy to go to. I 
was involved with the project early on, with 
the writing and the whole idea, with David, 
who designed the game, to bring this notion of 
what an interactive narrative might be.” 

The greatest challenge faced by veterans of 
linear, movie-type production when entering 
the electronic game arena is interactivity. 
Whereas they are used to simply tell a story 
with complete control over plot flow and other 
details, this new medium has new challenges. 
What if the player doesn't do the expected 
thing? How does one tell a story within such a 
non-linear medium? 

“Of course. Voyeur is nearly three years 
old now, but at that point, the main difficulty 
was the constant juggling between what your 
vision was and what you wanted to do, and 
what the medium was capable of. And I guess 
that’s where I fit into the loop, having the 
technical background to understand issues of 
data bandwidth, and double buffering and all 
the stuff that goes along with that and what 
that all meant to the ultimate look and feel of 
the game. I could look at those issues with a 
director’s eye and ask: ‘How are we 
going to take these limitations 
and make them artistic 
choices?’ 

“You 


AN INTERVIEW WITH 
ROBERT WEAVER 


project about nine years earlier, called Sewer 
Shark, whose original incarnation was as a 
VHS interactive title that was produced for 
Hasbro. I had something of a reputation 
around town as being on the cutting edge of 
digital technology, so they came to me to fig¬ 
ure out how to do the audio on Sewer Shark, 
which I did. And that really whet my appetite 
for this whole idea of interactive entertain¬ 
ment. Although he wasn’t directly involved in 
that project, I met David through Tom Zito 
[currently at Digital Pictures] and his group.” 

David then moved on to help Bob Jacob 
revolutionize the notion of interactive movies 
at Cinemaware, producing games such as 
King of Chicago, Lords of the Rising Sun, 


The field of interactive film directing is not 
exactly crowded. Most FMV sequences are 
overseen by either the game designer, or a 
hired hand—a film, TV, music video, or 


advertising pro — is brought in to coordinate 
the physical specs for the shoot in conjunction 
with the game designers. 

In the hazy netherworld where Hollywood 
and electronic gaming have come together, no 
one has more credibility than Robert Weaver. 
He directed the first interactive movie with 


genuine star power, Voyeur (Philips) starring 
Robert Culp. He has since worked with 
Crystal Dynamics, heading up the FMV unit 
for The Horde, and has just completed the 
first interactive flick to be shot on location. 


Thunder in Paradise (Philips), based on the 
TV show starring Hulk Hogan and Carol Alt. 

Weaver has the unique distinction of having 
directed multimedia sequences using blue- 
screen technology (Voyeur), a traditional 
sound stage (The Horde), and now location 
shooting, giving him a unique perspective in 
the burgeoning field of interactive storytelling. 

An actor since the age of six. Weaver has 
piled up TV screen appearance credits for 
almost 30 years. He also worked for many 
years in music, from performing to producing, 
which brought him into contact with digital 
audio. He explains, “During that period of 
time, computers became a hobby with me. 

The audio led me into the computers, which 
led me into the whole idea of digital media.” 

Voyeur was the breakthrough product for 
Weaver. It not only boasted star power, it was 
showcased heavily by Philips as a potential 
system seller for its then-new CD-i technolo¬ 
gy. “It was developed at Philips POV 
Entertainment, and David Reardon, who is 


the creative director there, hac 


• ROBERT WEAVER, FAR RIGHT 


and the masterpiece. It Came from the 
Desert. When Cinemaware went belly-up, 
David founded POV, and once again sought 
out the services of Robert Weaver in ironing 
out the audio kinks on several early 
TurboGrafx-16 CD games, including the mul¬ 
timedia version of It Came from the Desert. 

“It was very clear to me that there were 
problems on the production side of the medi¬ 
um that just created a nightmare on the post¬ 
production side. So, having had a long history 
in video and film post-production, I sug¬ 
gested that I 





had to think in three dimensions and say, 
okay, it goes here and it goes there, but if the 
player does this, then it goes here and here. 
You had to constantly check back and look at 
what you’ve done and where you’re going, 
and make sure it fits alt the parameters. With a 
linear story, that’s simple because with a good 
script, you have a very clear arc of where the 
story’s going, but this is different in that you 
have to consider all the options and make sure 
they all make sense. 

“It’s what’s known in the world of chaos as 
base and boundaries. Base and boundaries are 
those fine edges in life that the marble bal¬ 
ances on, and it falls one way or the other into 
a basin that represents a whole other world. As 
you look at a through line, there are universes 
galore on either side of it. As soon as you 
make the turn into one of those other ideas, it 
becomes potentially much more than a simple: 
‘Oh, I’m going to choose to do this.’ You real¬ 
ly step into a kind of parallel universe and all 
of a sudden there are infinitely more possibili¬ 
ties. So the key, the real trick to all this is, 
how do you limit this? How do you keep that 
experience recognizable and familiar while it’s 
still open-ended enough to be valuable. 
Because just making choices, in and of them¬ 
selves, is rather boring. What you want to do 
is make choices that have consequences and 
have an impact, and teach you something dif¬ 
ferent that results in a better score or [at least] 
the realization that, ‘Oh, that was a good 

ehniee.”’ 


The traditional solution to this problem has 
been to create what are called “bottlenecks” in 
the story line. The user can wander anywhere 
they want within the bottle, but they must ulti¬ 
mately pass through the bottleneck in order to 
reach the next level of the story. 

“That’s a limitation of the fact that we’re 
working in non-virtual spaces—they’re film 
clips. But you still have what I eall the spine 
of the story; you may go off and explore other 
alternatives here and there, but ultimately you 
have to follow the spine. I think that as tech¬ 
nology pushes forward, those options may 
become more of a tree-type structure, but I 
think that’s going to take quite some time.” 

After Voyeur, Weaver went to work for 
Crystal Dynamics, creating the cinematic 
sequences for The Horde, starring Kirk 
Cameron and Michael Gregory. Technologic¬ 
ally, this represented the next level of sophisti¬ 
cation in interactive cinema, with sequences 
shot on actual sound stages, unlike the blue- 
sereen techniques employed in Voyeur. With 
blue or green-screen technology, actors work 
in a literal void, up against backgrounds cov¬ 
ered in a camera-sensitive color (traditionally, 
cobalt blue), which can be easily wiped in 
post-production. The sets are then rendered at 
high-powered work stations, and the actors are 
blended into this computer environment. 

Then came his next great challenge: a loca¬ 
tion shoot based on a TV show. Thunder in 
Paradise. “Thunder is in editing right now,” 
Weaver renorts. turning nhilosonhical. “One 


experience, of these games? I always get 
asked: ‘Isn’t this all leading us into a more 
isolated world with these games?’ I guess my 
answer to that is: ‘Yes, we are.’ But, given 
that, why does everybody like to play them so 
much? I think, for me, it comes down to an 
issue of empowerment; the result of playing 
these games is an empowering experience. 
Now, take that out into the world, and you get 
the social interaction with people talking to 
one another about that experience. 

“What is the value of a good film? It’s the 
fact that you can relate to the protagonist, 
understand what happens to him, and relate to 
his actions and the consequences of his 
actions. It teaches you something through self¬ 
reflection. So, in video games, we need the 
same kind of experience, the same kind of 
action-consequences experience that mimics 
life. And Thunder is an experiment, to some 
degree, in how to create that experience for 
the player. We already know how to create it 
for the viewer. We’ve educated viewers for 90 
years with the language of film. If you took 
someone who was used to movies from the 
early days of photographed staged plays and 
showed them a current movie, they wouldn’t 
know what was going on; the time jumps and 
quick cuts would be too confusing. 

“I felt that a lot of interactive movies— 
including Voyeur to an extent—threw out all 
those conventions and language. So with this 
project I really felt that this business of seeing 
everything from the player’s POV and never 
seeing the player was becoming a mistake.” 

In Thunder, therefore, the player becomes 
a guest character in a typical episode of the 
TV show. “Everybody talks about interactive 
television and felt that for the player to feel 
the consequences of their character’s actions, 
they had to see that character, with the player 
periodically cued to start playing that charac¬ 
ter. rather than iust watching him/her.” 



WINO COMMANDER III: 

STARS AM0N6 THE STARS 




AN INTERVIEW WITH 
CHRIS RORERTS 


lucky,” Chris confesses. “Because I think the 
WC formula really works well; we added 
more interactivity in Wing III than we had in 
the previous two games put together. It’s an 
interactive story, so the player needs to feel as 
if they’re in control of the story, and you don’t 
want them doing anything that [the player] 
doesn’t have control over. Every scene is a 
reactive one; you can click on a character and 
talk to them. In the past Wing Commanders, 
you’d initiate the conversation. You might 
hear Mark Hamill ask: ‘Should I go left or 
right?’ You tell him and that determines how 
the scene ends.” 

Each interaction also has an effect on future 
interactions, determining a character’s attitude 
in ensuing encounters. “It’s fine to cut away 
and show a sequence with a lot of stuff hap¬ 
pening, as long as it doesn’t involve you, the 
protagonist. When it’s you, it’s you who has to 
make the decision.” You watch someone like 
Malcom McDowell, who has been acting all 
his life, and they can just turn it off, it’s 
incredible. For the actors, it was a challenge, 
like going back to acting school, working 
against green screens with only each other to 
work off of. “1 think Malcom was the one who 
impressed me the most, because he has such 
presence. Mark was incredible; the poor guy, 
he didn’t realize that this was a 300-page 
script and he was in almost every scene. But 
he hit his mark every time, worked long 
hours, and entertained everyone. The other 
person who was great was Tom Willson, who 
played Biff in Back to the Future I, 2, and 3. 
One of the funniest guys I have ever met.” 

What’s next? An actual, full-length movie! 
“Next time around I’m definitely going to 
shoot a movie and footage for a computer 
game at the same time. A proper theatrical 
release. To get the production level and quali¬ 
ty I want on my next game, it will have to be 
Hollywood budget level.” 


Some pretty impressive names have dabbled 
in the new interactive cinema. Real stars; 
people like Brian Keith, Robert Culp, Margot 
Kidder, Kirk Cameron, and James Earl Jones. 
But no entry yet has come salted with the star 
power and big-budget special effects seen in 
the FMV sequences of Origin’s Wing 
Commander III. Any cast that includes 
Malcom McDowell (Clockwork Orange, Cat 
People), John Rhys-Davies (Raiders of the 
Lost Ark), Mark Hamill (the Star Wars trilogy) 
Tim Curry (Rocky Horror Show, The Hunt for 
Red October) and mega-babe Ginger Lynn 
Allen is going to be damned impressive. Then 
add in sophisticated SEX (the Kilarathi were 
produced using actors in state-of-the-art 
animatronic masks), and it becomes obvious 
that the world of interactive entertainment has 
taken a quantum leap forward. 

WC III is the work of electronic auteur 


Chris Roberts, creator of the entire Wing 
Commander series. Chris has somehow man¬ 
aged to up the ante for the entire industry with 
each new generation. “I've always wanted to 


do this stuff,” Chris enthuses. “But technology 
was always holding me back. I just try to 
involve you in the universe and tell you a 
story, and obviously, having great visuals and 
great audio helps a lot.” 

What was the experience of going from 
game designer and film fan to director like? 
Chris sums up the experience with his favorite 
phrase: “It was really cool. I liked it because it 
was a lot like directing a game, but the feed¬ 
back was quicker. When you do a scene on 
computer, you sit back and talk about it with 
the artists, and I’m still seeing it three weeks 
later. But with live action you frame the shot 
and within a minute or two the actors are 
ready to give their performance, then you 
tweak and work with it and the next day you 
can see a rough cut of the scene.” 

There are a variety of formulas being used 
to create interactive movies. The problem has 
traditionally been an inverse relationship 
between the amount of FMV and the level of 
interactivity. “I’m 
pretty 
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ALIAS GIVES GAMES 
A NEW LGGK 


aged authorized third-party publishers to use 
Alias animation tools for developing future 
games for both the Super Nintendo and Ultra 
64 game systems. 

While other companies are also using Alias 
software to create video and computer games, 
the Nintendo connection is the most signifi¬ 
cant. The home version of Ultra 64, 
Nintendo’s 64-Bit game system, is still more 
than a year from distribution. With new super 
systems from Atari and 3DO already on the 
market, and Sega’s 32X just a few months 
from release, Nintendo must convince con¬ 
sumers to wait a year before purchasing. 

Their answer is 16-Bit titles that look and 
handle as well as most coin-op games. 


Donkey Kong Country, developed by 
RARE Ltd. for the SNES, is the first Super 
Nintendo cartridge created using Alias anima¬ 
tion tools. The cartridge makes a strong case 
for 16-Bit systems. In the past, games like 
Ecco and Super Metroid were lauded for 
their great graphics. Donkey Kong 


Country, with its sculpted characters, moody 
lighting effects, and deep 3-D settings, rede¬ 
fines the standards of good graphics. 

Alias is creating customized tools specifi¬ 
cally for use in the creation of Nintendo 
cartridges. Nintendo promises that Alias will 
incorporate feedback from Nintendo and 
third-party publishers in developing even 
better animation tools in the future. 


The First to Test Animation Toois 

In the past, most video games were created 
on PCs. Now, although the majority of game 
developers still use PCs, many of the bigger 
publishers are shifting to Silicon Graphics 
workstations equipped with high-end anima¬ 
tion tools such as Alias Power 
Animator. Silicon Graphics 
stations are extremely powerful 
computers configured to special¬ 
ize in graphics and animation. 
Designed for the most demand¬ 
ing commercial use, SGI stations 
often cost upward of $30,000 
and run equally expensive 
software. 

Alias Research is not the only 
high-end software manufacturer 
to enter into this market. 
GameWare, by Wavefront 
Technologies, is the exclusive 
game graphics and animation 
development software for the 
Atari Jaguar system. Another 
competitor, Softimage, is also 
known for offering superior anima¬ 
tion tools. 

Hollywood has been 
using graphic worksta¬ 
tions for years. 

It is 


Alias is the perfect name for this 
unrecognized member of the entertainment 
community. 

The public already knows the company, if 
not by name, then by its works. Alias 
Research, Inc., the manufacturer of 
PowerAnimator, a powerful animation tool 
used by professional artists and designers, has 
been involved in several television commer¬ 
cials and blockbuster movies. 

When the Tyrannosaurus Rex 
attacked the raptors in Jurassic 
Park, critics sang the praises of 
Industrial Light & Magic, 

George Lucas’ movie effects stu¬ 
dio. Before Spielberg’s Jurassic 
monsters were cloned from 
DNA, they were hatched on a 
Silicon Graphics workstation by 
an artist using Alias Software’s 
special animation tools. 

Creating the dinosaurs with 
models was impractical, said 
I.L.M. chief animator Steve 
Williams. “I built a T-rex skele¬ 
ton using Alias PowerAnimator. 

In Softimage, we animated it 
adding muscle and skin. That 
was how we created the 
dinosaurs for Jurassic Park. ” 

The morphing T-2000 in Terminator II was 
also created using Alias software. In fact, the 
water tentacle from The Abyss, the Cave of 
Wonders in Aladdin, and much of Jim 
Carrey’s visual personality in The Mask all 
started on Silicon Graphics computer stations 
equipped with Alias animation tools. 

The same technology that gave life to 
dinosaurs and killer robots is now being 
applied to video games. In 
May, Nintendo announced a 
strategic partnership with 
Alias Research and encour- 





beefmg-up PowerAnimator, their premiere 
core system. At the Consumer Electronics 
Show in June, Alias unveiled PowerPlay, a 
new set of graphics tools specifically designed 
for game developers. 

Unlike movie graphics, which are rendered 
and played on commercial workstations, video 
games are created on high-end machines and 
viewed on extremely unsophisticated graphics 
machines—video game systems. Even the best 
game systems have much more limited color 
pallets, smaller memories, and lower Line Per 
Inch resolution than commercial workstations. 
One of PowerPlay’s most important features is 
the ability to convert workstation-quality 
graphics into simpler forms that can be run on 
home game systems. 

Crystal Dynamics and Psygnosis were the 
first companies to incorporate Alias tools into 
their production. Psygnosis used Power- 
Animator to create the dramatic opening 
sequence of Microcosm. Crystal Dynamics 
used the program to create some of the ani¬ 
mated sequences in The Horde. “The soft¬ 
ware we used when we made Crash and 
Burn and Total Eclipse didn't have appropri¬ 
ate tools for character animation,” said Crystal 
Dynamics’ lead staff artist, Cyrus Lum. “We 
could animate objects, but we needed better 
tools for complex animations like creatures 
and people.” 

“When we made The Horde, I used Alias 
to sculpt the red monster,” said Lum. Using 


PowerAnimator, Lum was able to create the 
Horde King from the inside out, designing a 
skeleton and then filling out the body. The 
superior animating tools allowed him to form 
the monster’s body as a single unit, making 
the job quicker, easier, and more realistic. 

Crystal Dynamics is currently using Alias to 
create non-interactive animations for Star 
Control II. According to Lum, Alias tools are 
used to create the full-motion/non-interactive 
segments which comprise about 20 percent of 
the game. This is a step forward in visuals, but 
Lum says he would like to see improved 
graphics used throughout future games rather 
than confining them to animated sequences. 


possible to create photo-realistic settings on a 
personal computer, but the process is time 
prohibitive. 

One of the best examples of photo-realistic 
PC art is The 7th Guest, which Trilobyte 
artists created using 3-D Studio by Autodesk. 
The results were beautiful, but it did take a lot 
of time to produce them. 

Game developers only discovered the high- 
end graphic tools in the last year or so, 
according to Phil Neray, director of marketing 


at Alias Research. About a year ago, they saw 
technology changing. CD-ROM gave comput¬ 
er games more storage space than they’d had 
before. Video game hardware changed too. 
Systems like 3DO have higher quality graph¬ 
ics and RISC (Reduced Instruction Set 
Computers) processing. 

To accommodate the special demands of the 
electronic gaming industry. Alias Research is 






According to Phil Neray, animation is 
Alias’ third strong suit. “Offering the latest 
motion-sampling technology, Alias has devel¬ 
oped a system for capturing motion informa¬ 
tion from live subjects for use by animated 
characters. Motion sampling creates incredibly 
realistic animation in a fraction of the time 
needed to design a traditional animation,” 
Neray explained. 

The Braphic Future 

According to Perrin Kaplan, Nintendo’s 
corporate spokesperson. Alias Research is a 
key ingredient in that company’s future plans. 
Nintendo, a company that survives by predict¬ 
ing what gamers will want next, has placed its 
bets on enhanced animation for video games. 

If Nintendo’s Donkey Kong Country is a 
fair representation of the future of video 
games, cartoon graphics will soon be replaced 
by sculpted animation. By the same token, the 
characters in Nintendo’s first Ultra 64 titles, 
although blocky, look lifelike and move very 
fluidly. To date, none of Nintendo’s competi¬ 
tors have attempted to match these high 
standards. 

The first titles for Sega’s 32X are improve¬ 
ments on existing arcade and video art. The 
same could be said about most existing titles 
for 3DO and Jaguar. In fact, except for 3DO’s 
excursions into video, none of the new super¬ 
systems are currently offering any major inno¬ 
vations in graphics. 

Changes in Cnmputer Braphics 

Computer games are moving in new direc¬ 
tions more quickly than they ever have before. 
Under a Killing Moon, Access Software’s 
much-delayed adventure game, successfully 
combines the photo-realistic sets of The 7th 
Guest and Myst with the free-wheeling 
exploration of Doom. 

In the future, gamers simply will not be 
satisfied with fixed-path limited interaction. 
Under a Killing Moon proves that computer 
games can hit that next level of realism with¬ 
out changing the existing hardware. 

The real test will be photo-realistic Virtual 
Reality. In software terms, that goal may still 
be generations away, but companies like Alias 
and Softimage have proven that nothing is 
really out of reach. 


Among the other companies currently 
developing games with Alias animation tools 
are such industry giants as Virgin Interactive, 
Acclaim, Sony, Disney Computer Software, 
Ocean, Interplay, Trilobyte, Spectrum 
Holobyte, and Sierra On-Line. 


Sprites, NURBS, and 
Silicon Stations 

In some ways, creating a game is similar to 
producing a play or a movie. The first task is 
to make a good set. Artists often place 3-D 
objects in the background of games to give the 
illusion of depth. Three-dimensional objects 
are either imported from existing computer art 
or modeled as wireframe objects. These 
wireframes show proportion and may repre¬ 
sent anything from mountains to pedestrians 
on a sidewalk. Once the wireframe sketches 
are complete, they are enhanced with texture 
and color. 

Top-of-the-line animation tools like 
PowerAnimator and GameWare allow artists 
to tinker with lighting effects. By placing 
lighting icons around a scene, artists can 
experiment with lighting angles. Optical 
effects such as glows, lens flares, and 
explosions are among Alias PowerAnimator’s 
strong suits. 

Another strength is PowerAnimator’s 
modeling tools. In the past, artists used 
polygons to create game graphics. Working in 
the Alias environment, artists use NURBS 
(Non-Uniform Rational B-Splines) to create 
lifelike characters. Designing with NURBS 
allows artists to sculpt characters as a single 
unit rather than draw them as a collection of 
polygons. 

“I love NURBS-based modeling,” said 
Doug Cope of Virgin 


Interactive. As the 
supervising 3-D 
Animator of 
Virgin’s 

Demolition Man, 
Cope was 
involved in one of 
the premiere titles 
for 3DO. “I feel 
like we can build 
anything with 
NURBS,” said 
Cope. 

There are draw¬ 
backs to all of this 
power. As stated 
earlier, Silicon 
Graphics worksta¬ 
tions have better 
resolution than video consoles. Doug Cope 
had originally drawn flashing lights and a 
foggy atmosphere in one scene of Demolition 
Man. “It looked great on the Silicon Graphics 
station. When we reviewed it on 3DO, the 
details banded together. Instead of having 
flashing lights in a fog bank, the 3DO showed 
flashing fog.” In the end, the game team set¬ 
tled for simpler graphics to create the same 
dramatic effects. 

Cope sees Alias PowerAnimator as a mod¬ 
eling tool first. “We started Demolition Man 
using 3-D Studio on PCs. During the project 
we purchased some SGI workstations and 
Alias software, so there was a steep learning 
curve as we went along. I used Power- 
Animator for camera flybys and simple 
animations like a helicopter taking off. 


“We used it to create sprites (characters and 
objects that are not part of the background in a 
game). Alias made designing, rendering, and 
texture mapping sprites quicker and more 
attractive.” 






the challenge of golf 


Links for Sega CD™ is the most 
near-perfect, outrageously 
realistic golf game available. 


How perfect js- Links? The course 
mimics Torrey Pines exactly 
—incredible, 35 fpm pliotography 
places you behind evej'y tee, fairway, 
water hazard ^and buriker, wherever 
the ball lands, and gives you an 
accurate view of your next shot. ■ 

It's so life-like, you can almost smell 


you tag 


But then, Links goes’far beyond a 
other golf games to ^ive you in- 
depth golf features'like ,^ 

• I to 6 players (sorry, gther games 
can only handlatup to 4) 

• full support; of.TeeVGqif Clutx^ I 
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golfing experience available . 
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*Tellow 
travelers 
are also 
reminded 
that, at the 
high end 
of the 
spectrum, 
the only 
other 
major 
difference 
in cards 
today 
is wave 
table 

sampling.^^ 



Board With Sound? 


Several months ago. Test Lab began a trek across the 
hinterlands of sound sampling with the intent of break¬ 
ing the audiophile barrier. The stalwart and hearty read¬ 
ers who have stayed at our sides throughout this quest 
have gained invaluable experience. First, they learned 
the language of sound, then applied that language to 
evaluate and conquer the lesser beasts, speakers, and 
other audio peripherals. Buoyed with confidence, they 
then delved into the mysteries of chipsets. Now, on the 
final leg of the journey, we must jointly face the boss 
monsters, the sound boards themselves. 

What justifies equating these exquisite equestrians of 
music as monstrosities? Perhaps the ease with 
which many of them loot and rob system 
resources to make their music, or the discord 
they express when forced to cohabitate with 
other “lesser” cards. Or could it be that some of 
them simply require players to be software 
engineers first, and game players second. 

How about all of the above. 

This forces a slightly different method of 
evaluation than one might expect. Unless one is 
a musician, or in some other way attuned to the 
musical spectrum, many of the high end cards 
sound just fine, and virtually all of them would 
provide a solid gaming experience. But which 
ones are the easiest ones to live with? Who has 
created the best, most unobtrusive designs and 
complimented them with creative software 
packages that allow players to actually enjoy 
the sounds of their games because they are not spend¬ 
ing an inordinate amount of time reconfiguring drivers? 

Fellow travelers are also reminded that, at the high 
end of the spectrum, the only other major difference in 
cards today is wave table sampling. Instead of emulat¬ 
ing a musical instrument by warping a defenseless sine 
wave into a very rough approximation of a musical 
instrument (as in FM synthesis), wave table sampling 
has actual recordings of the instruments and scales 
them up or down to meet the right tone. The result is a 
tremendous improvement over the tinny, electronic- 
sounding FM boards. 

Having girded ourselves accordingly, let us venture 
into the caves to see who emerges victorious. 

Roland RAP-10 
MSRP$349; Street Price $249 

The name Roland is synonymous with electronic 
music. Along with Korg and Yamaha, Roland domi¬ 
nates the synthesizer market, and the company has 
been instrumental in expanding the MIDI musical 
interchange standard. So it should come as no surprise 
that the Roland Audio Producer 10 is more of a mixing 
studio in a box than a game-oriented card. 


However, for those gamers who are extremely seri¬ 
ous about their sound, or amateur musicians, this card 
is the Cadillac of sound. The synthesizer chips are from 
the Roland Sound Canvas chipset and, quite frankly, 
the clarity of these chips and samples just blows most 
other cards straight out of the water. 

And for those interested in making music, the soft¬ 
ware provided with the card puts a whole electronic 
18-track studio at their beck and call. While many of 
the new generation of cards ship with the almost- 
generic Voyetra suite, Roland provides their own 
custom software that gives full control of the specific 


features of the card. The mixing panel even gives the 
ability to combine MIDI and WAV tracks, a very useful 
and almost unique ability. 

The drawback to the Roland card, from the point of 
view of the gamer, is in its lack of Sound Blaster emu¬ 
lation. As a result, the card might not provide sound 
effects on the older generation of games. However, 
most games today provide MIDI output, and the 
Roland card simply has the highest synthesized sound 
quality of almost any product on the market. Games 
can sound like symphony productions with this card 
and a good set of speakers. 

The Advanced Gravis Ultrasound Max 
MSRP $199 Street Price $189 

While the sound quality of the Ultrasound is not 
quite up to the standards of the RAP-10, this card is 
still big musical iron for those who not only want the 
best in crisp and clear sound for their games, but are 
also looking for a viable desktop musical composition 
and recording source. 

Advanced Gravis has put solid wave table synth 
capabilities on their card to start with, and more impor¬ 
tantly, also given the user complete control over 
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defining and 
loading patches. 
Patches are the 
samples used to 
create the instru¬ 
ment sounds on a 
wave table board. 
This makes the 
Ultrasound basi¬ 
cally a high qual¬ 
ity sampling syn¬ 
thesizer on the 
desktop. 

Sampling synths 
are extremely 
expensive pieces 
of equipment, so 
the truly musical¬ 
ly minded have 
always kept a 

their hearts for 
this line of cards. 

• GRAVIS ULTRASOUND MAX Unlike Roland, 
Advanced Gravis 

doesn’t ignore the fact that Sound Blaster is the de facto gaming sound 
standard, but their solution isn’t the best in the world, either. The 
Ultrasound Max ships with a TSR Mega-Em, that provides software 
emulation of the Sound Blaster, as well as Roland products. This is a 
fairly clunky solution, and just one step ahead of the Rolands total lack 
of support. 

But more and more games are supporting the Ultrasound directly, 
and while Creative Labs is tending to put a bit more distance between 
themselves and developers as they grow in size and influence. 
Advanced Gravis is, as they say, trying harder. Gravis actively woos 
developer and industry interest, and 
recent deals with AMD to start using 
Ultrasound technology show a high level 
of support for this card in the future. 

Expect more games to ship directly sup¬ 
porting the technological capabilities of 
the Ultrasound Max. 


down $200 on a peripheral and they expect it to quack like a duck. 
Well, Orchid has that group pegged. That isn’t saying that the software 
doesn’t come with the obligatory mixers and players and level controls 
and boring musical stuff, but they also put in the FUN stuff. 

The best piece of software is far and away the personal effects mod¬ 
ule, which distorts the user’s voice, making them sound like anything 
from Mickey Mouse to Darth Vader. EG’s Test Lab phones are now 
permanently patched to this unit for those tense moments on the tech 
support lines. 

Also in the suite is Quick Voice, a voice recognition system designed 
to give commands to the PC. The recognition is somewhere around 70 
percent, but the training time is fairly low. 

On the negative side, the speakers that come with the unit are cheap 
throwaways, taking up space in the box that could be occupied by per¬ 
fectly good air. And sometimes the voice input and effects features lock 
due to the mike being too “hot.” 

Despite these drawbacks, the Orchid is a good all-around package, 
that doesn’t do any one job better than the best of the market, but does 
a little of everything and throws in some fun stuff. 

Reveal SoundFX WAVE 32 
Street Price: $179 

The Reveal is based on the Ensonic wave samples used in a number 
of pieces of professional music equipment, and while this card should 
stand out, the MIDI quality is not as high as one would tend to expect, 
coming out somewhat tinny and dead sounding on even the best head¬ 
phones Test Lab could provide. 

The Voyetra suite comes with the SoundFX WAVE to handle basic 
chores of sound editing and sequencing. However, the composition 
program that comes with the board, SuperJam! Jr. is less than inspired. 
Though it claims ease of use, well-wielded garbage can lids can also 
claim this distinction with much the same sonic results. The scariest 
part of SuperJam! Jr. is that the name implies there is probably another 
SuperJam! out there somewhere. 

Further, there were numerous problems getting the SoundFX WAVE 
32 to respond to its software setup 
routine, giving consistent error mes¬ 
sages with almost every attempted 
configuration. While this board sup¬ 
ports many different emulations com¬ 
monly used in games, it might not be 
the best bang for the buck compared 
to the current crop of contenders. 
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Media Magic DSP 16 Plus Audio 

Street Price: $259 
The Media Magic DSP 16 seems 
designed with multimedia presenta¬ 
tion building in mind, particularly 
because it includes SoundScript, a 
sound scripting routine for ELI files 
along with the usual cast of Voyetra 
software suspects. 

The Media Magic boasts an excel¬ 
lent 48 Khz recording rate: the same 
as Digital Audio Tape. Only the 
Ultrasound Max has the same rate, 
with the rest of the pack weighing in 
at 44 to 45 Khz. 

However, strange quirks abound 
with this card; the first the user will 
notice is when the install procedure 
starts insistently demanding disks that 
don’t exist. 


Orchid SoundWave 32+ SCSI 
MSRP $279; Street Price $200 

The SoundWave is the Swiss army 
knife of the soundboard world. It comes 
with its own microphone and speakers, it 
acts as an SCSI controller for CD-ROM 
drives and even comes with a set of mul¬ 
timedia speakers. Oh, and it also does 

The SoundWave is not the best sound 
card on the market for musical reproduc¬ 
tion, but their product does a fine job for 
most gamers. The music is crisp and 
clean and the patches are solid. Sound 
Blaster EM synthesis support is onboard 
and almost as good as an actual Sound 
Blaster. 

However, what really makes this card 
stand out is a great software suite. Not 
great for musicians, particularly, but 
more for those people who want fun 
stuff to do with their new piece of hard¬ 
ware. There is a breed of user who puts 
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A few seconds spent staring at the two disks that 
come with the board causes one to jump to the rather 
obvious conclusion that no matter what the setup rou¬ 
tine asks for, it must just mean the other disk. However, 
there is a harrowing moment of panic as the unsuspect¬ 
ing installer starts frantically searching for the “Master 
Drivers Disk #1” that doesn’t exist. 

While that problem is relatively minor, the next is a 
bit more damning: noise. There is a constant back¬ 
ground hiss with this unit. No matter what it is emulat¬ 
ing or doing, the noise is always lurking, waiting for a 
quiet moment. A few minutes spent plugging in a range 
of speakers and headphones is more than adequate to 
make it obvious that the culprit is the card itself, and 
not external factors. 

Ensoniq S2000 

This board is almost identical to the Reveal offering, 
not a surprising statement considering the fact that 
they are both powered by the same chipset. The unit 
provided to Test Lab was a beta model but it seems to 
have slightly better sound quality than the Reveal. 
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Unfortunately, the physical construction quality of the 
board is lower than average, and the board was literally 
damaged during insertion into the test bed unit. With 
higher production standards in the finished unit and a 
reasonable price, the Ensoniq chipset may have a better 
chance to shine in this vehicle. Only time will tell. 

Creative Labs Sound Blaster AWE32 
Street Price: $265 

Last but not least comes this new entry from the 
company that has set the de facto standard for PC 
sound. Creative Labs. The AWE 32 is a real leap for¬ 
ward in card technology, and could easily bear the sub¬ 
title “Roland Killer.” While it might be merely coinci¬ 
dence, the prices on the RAP-10 have taken a steep 
drop since the introduction of the AWE. 

First and foremost for the game enthusiast, the 
AWE 32 is, obviously, Sound Blaster compatible. Just 
to be funky. Creative Labs has also included Sound 
Canvas and MT-32 compatibility. 

The heart of the AWE 32 is the EMU8000 integrated 
audio digital signal processor. The E-MU technology 
was originally offered as daughter card for the Sound 
Blaster 16, gaining a loyal following among those who 
were serious about their computer sonics. But the AWE 
version has added chorus, reverb and the sonic posi¬ 
tioning technology called Q-Sound to the mix to create 
a strong heir to the Sound Blaster line. 
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1-Meg of ROM samples drive the wave table synthe¬ 
sis on this card, and, to coin a pun, they sound awe¬ 
some. The MIDI playbacks are barely distinguishable 
from the RAP-10, an incredible performance. Digitized 
sound comes through without hiccups or static and is as 
crisp and clean as a church bell in the morning. This 
card even makes EM synth sound almost passable. 

Utilities are included to add chorus and reverb 
effects to the FM functions of the card for games that 
will only support this mode. If you have to live in a 
bad neighborhood, at least you get to live flashy. 

But Creative has made the leap others haven’t: a pre¬ 
mium soundcard requires a premium software bundle. 

A good part of the strength of the RAP-10, not to men¬ 
tion the Ultrasound Max and SoundWave 32, is in the 
proper software selection. The first software in the 
Creative Labs arsenal is HSC Interactive. 

HSC is a multimedia authoring tool using iconic rep¬ 
resentations to allow intuitive placement of elements. A 
run-time module is included to play the finished pre¬ 
sentations. Voice Assist and Text Assist give voice-to- 
command and text-to-voice recognition, respectively. 
Cakewalk Apprentice, a fairly common, but very 
competent, sequencer is also bundled. 

Then there are the usual roundup of sound players 
and utilities to round out the package. The recording 
capabilities of this card don’t quite match those of the 
Ultrasound, and the music studio aspect isn’t quite as 
tight as the RAP-10, but this is a card trying to be all 
things to all people, and doing quite a job of it. 

The most important question about the AWE 32 is a 
matter of support. Unless games are written to take 
advantage of its advanced features it is a very slight 
improvement over the SB 16. Some of the smaller 
developers are annoyed over Creative Lab’s caginess to 
give out the specifications to their card, making it diffi¬ 
cult for custom drivers to be written without sending 
into Creative for “black box” drivers. With a number of 
the younger and more aggressive companies begging 
for developers to support them, there is a possibility 
that some hot young designers will not bother to take 
advantage of the AWE’s impressive new feature set. It 
is a question that only time will tell. 

There are a number of new cards on the market, fit¬ 
ting many different price and need ranges. But it is 
obvious that wave table synthesis is here to stay, and 
almost all future games will be written with this quality 
of sound in mind. The explosive growth in the technol¬ 
ogy of the PC sound industry is anything but boring. 


by Ed Dille 
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Welcome to the Startdps Waltz 


The nuclear family has melted down and the decay 
process has produced the information family. Mom and 
Dad are on-line for business and entertainment. Junior 
jacks in to pull down everything from hot (hotly con¬ 
tested that is) MIDI files to school reports. Grandma 
sports apple pie recipes that move at 14.4. All hipsters 
have an E-mail address and custom domain names on 
the Internet are rapidly becoming the tacky identifier of 
the season. These facts are not lost on the investment 
community, where the name of the game right now is 
to hemorrhage cash into anything that might buy a 
piece of the infopie. 

There are three basic ways to carve a chunk out of 
the bandwidth and into the investor’s bank account. 

The first is to be involved in the emerging technologies 
that might form the underpinnings of some part of the 
new data superstructure. Things like direct link satel¬ 
lites. Or the new super cable/phone companies (or 
phone/cable companies depending on whether John 
Malone manages to kneecap the Bells). The problem 
with this is the investments involved are mega. Or 
worse, the technologies are already in the hands of 
someone with big guns to defend their turf. 

For those with plenty to spend and a can-steal atti¬ 
tude, just buying or starting an on-line service looks 
pretty lucrative. But while not as locked up as infra¬ 
structure investment, it still takes a pretty penny to start 
or get a sizable chunk of an on-line service. And the 
market is about to be so crowded with big boys 
(Microsoft, Apple, 3DO, and Ziff-Davis are just a few 
of the big name players entering the on-line map in the 
next few months) that the digiverse is going to look 
like an elephant waltz for a while, and a few wallflow¬ 
ers are sure to get crushed. 

And there are other problems to starting a service: 
services by their nature are behind the technology 
curve almost from incept. Now that the potential mar¬ 
ket has gotten to the point even Tibetan monks can 
smell the stink of money in megabyte transfer, it’s sure 
there will be constant, gee-whiz new players bringing 
the hottest technological toys to the table to try to get 
their 30 pieces of silver. Every new jump up the tech¬ 
noladder poses a problem for a previously established 
service as they have to leap through exploding hoops to 
make the fancy new improvements while keeping con¬ 
tinuity with their established technologies. 

CompuServe, for instance, runs off a terrifying com¬ 
bination of stone age mainframes linked in union with 
cutting-edge small system networks. And who isn’t 
aware of the highly publicized problems America 
Online had with underpowered tech earlier this year? 

However, there is yet another road to on-line glory, 
or so many savvy investors hope: value-added informa¬ 
tion providers. 


Savvy cybernauts already know information isn’t the 
problem. A simple search of the word “alchemy” just in 
gopherspace yields scores of citations, and those can 
branch off into dozens of more specialized searches. 
Hundreds of gigs of raw data, citations, FAQ’s, and 
files can be pulled off the net by the info-masochist. 

The problem is sorting through it all and trying to make 
sense of the deluge of unprocessed facts without losing 
all use of one’s frontal lohe. 



•PAUL ALLEN 


Putting information into a manageable form, and 
then interpreting it in an entertaining manner is the 
bread and butter of value added information providers. 
They generate a package of data that is witty, informa¬ 
tive and most of all, comprehensible. Then they sell 
this package through established service providers. 

A couple of advantages are inherent in this sort of 
enterprise. One is relatively low startup costs in com¬ 
parison to other info-buy-ins. The second is the ability 
to stay ahead of the technology curve with relative 
ease. The on-line carrier provides the bandwidth and 
the delivery hardware. Information packages and front 
ends are the only changes that need to be made by the 
value added server when a new computing miracle is 
introduced to the telecommunications world. 

It would seem that a value added service is a natural 
for the smart investor, and that assumption is rapidly 
confirmed by the fact that Paul Allen’s newest venture 
is an online sports service provided through Starwave, 
one of his many companies. 

Paul Who? Paul Allen, that’s who. Mr. Allen is the 
“other guy” who pulled a spare few billion out of 
Microsoft, and when he talks people don’t only listen, 
they reach for their Quotex terminals. When Allen 
dumped half of his American Online stock, the value of 
a share immediately plummeted five points. Heavy is 


70 Electronic Games 






too wimpy a word for Allen; this cowboy has his own 
gravitational pull. 

So what is Starwave? 

In a nutshell, Starwave is a company devoted to 
exploiting the increased bandwidth created by advanc¬ 
ing technology. Broken into divisions that deal with 
technological advances, information publishing and 
entertainment publishing, Starwave is poised to sail in 
any direction the currents of progress dictate. 

Currently, the entertainment division is working on 
multimedia titles involving characters as diverse as the 
Muppets and Clint Eastwood. But everyone is getting 
into multimedia CD-ROMs. More interesting, and 
more germane to the electronic traveler, is the Online 
Sports service being provided by the information 
publishing division. 

“What we are doing in sports publishing is creating 
what we think is kind of a very ambitious electronic 
sports section. An interactive sports section, if you will. 
Even in this early .stage of on-line media this is the on¬ 
line equivalent of a sports page. One that does not suf¬ 
fer from the same kinds of constraints that traditional 
media suffer from,” says Geoff Reiss, director of sports 
publishing for Starwave. 

On-line sports page? Don’t we have the AP taking 
care of that on every on-line service worth its silicon? 

“The difference is between having just plain AP on a 
wire and getting context and design to the information. 
AP can give you a great story about how Ken Griffey is 
doing this, that or the other thing, but can they give you 
a full understanding of Griffey from 18 different per¬ 
spectives? It is a matter of raw material versus finished 
product,” continues Reiss. 

To help provide this kind of depth, Starwave has 
signed an agreement with Sports Team Analysis and 
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Tracking Systems (STATS) to acquire sports statistics 
and related data for use on the service. STATS is a 
•notoriously strong sports information provider, feeding 
data to both professional teams and media sources. 
STATS also does fantasy sports, an expected important 
draw to the Starwave offering. 

STATS is also, not so coincidentally, one of the 
many information related companies that Paul Allen is 
heavily invested in. 

STATS is probably a critical ally for Starwave, if 
nothing else than for their established fantasy leagues. 
As any modem maven can tell you, if they are going to 


pay big bucks for a premium interactive service, then 
that puppy had better be INTERACTIVE, and not Just 
a digital rehash of Sports Illustrated back issues. So 
expect to see lots of chat features, fantasy leagues, 
columns, and feedback features. 

Starwave is being purposely squirrely about the 
exact list of features the service will have, due to the 
developed vagueness currently in vogue among poten¬ 
tial providers. Far from electronic freedom felt by the 
pioneers of the net, everything today is driven by big 
money, and that means big paranoia. 

“This is going to be a brutally competitive environ¬ 
ment and we are looking at a potential launch that is 
going to be in the last quarter of this year or first 
quarter of next year,” says Reiss. 

However, one thing that is sure about the new 
service is it will be provided, at least initially, by the 
upcoming Ziff-Davis Interchange service, one of the 
coming new breed of high-bandwidth on-line services 
that will be proliferating in the next few months. 

“Starwave has chosen to work with next generation 
on-line service platforms, like the one at Ziff which is 
the one we have announced our intention to work with 
at this point, because of the higher common denomina¬ 
tor they allow us to design to,” says Reiss. 

This means u.sers can expect high resolution video 
and strong multimedia elements to be a standard part of 
the Starwave delivery platform. 

Something for Everyone 

While Jacked-in sports fans have already probably 
heard enough to make them drool, there are good rea¬ 
sons for the less athletically obsessed to keep their eye 
on Starwave. This sort of information provider is a 
model of one of the possible futures of the on-line uni¬ 
verse, and it’s success or failure could have a strong 
impact on the future of network information access. 

The current model of on-line information access is 
basically a one stop payment plan. You pay to sign on 
to an on-line service and you have access to the data 
and services that they provide. But there are other 
ways, currently not widespread except in the profes¬ 
sional database world, where the user signs on to the 
service and then is charged for each element of the ser¬ 
vice separately. This is the model value added carriers 
such as Starwave are betting the integrated chips on. 

“The existing on-line services do not have very well 
developed business models allowing a premium suppli¬ 
er of content to come on as an information provider 
and contribute to their services. One thing Ziff is doing, 
and this is going to be consistent with the next genera¬ 
tion of on-line services, is they are looking to create an 
electronic mall or supermarket, and they are looking to 
invite people in like Starwave for the purposes of pro¬ 
viding stores within that electronic mall. 

“So unlike now where you get into AOL and you 
pay one price and you are free to just run amok all over 
the place, they are saying come on into something like 
the cable TV system and if you want to buy a premium 
sports channel here is a premium sports channel and if 
you want to buy a HBO or Disney channel here is an 
HBO and a Disney channel,” says Reiss. 

Is this the future? Only time will tell us the answer 
to this one. But if past experience is any gauge, there is 
a real good chance that Paul Allen and Starwave will 
hit one over the fence... 
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The Net-News 

Consumers: Thumbs Down to On-line Advertising 

When an advanced new and technologically hip way 
to deliver information comes along the best and bright¬ 
est of the human race always see a chance to better 
human understanding of others and dissolve cultural 
boundaries. Madison Avenue, however, sees a way to 
skim a percentage. With advertisements before movies 
(not to mention in them), video, and sound spots cloud¬ 
ing the radio and television spectrum like ether-eating 
locusts, and billboards papering the landscape so com¬ 
pletely as to make grass and trees seem the invaders, it 
shouldn’t surprise anyone that the net brotherhood 
might be a bit reticent about getting advertising with 
their on-line information. With apologies to David 
Ogilvy, it would seem that very few of the net commu¬ 
nity see advertising as an essential service. 

A survey of 409 on-line users by Interactive Facts 
magazine revealed that 67 percent felt that unsolicited 
messages shouldn’t be allowed on commercial net¬ 
works. Eighty-six percent felt that it would be a serious 
faux-pas on the Internet. 

While it would be nice to think that high moral and 
intellectual standards are the motive behind this dislike 
of on-line flaking, the answer more likely lies in the 
cost of on-line time, as evidenced by the fact that 54 
percent of those surveyed said they would be happy to 
get the mail as long as free hours or other financial 
incentives were offered. 

But Where There’s a Buck ... 

According to The Wall Street Journal, McDonalds is 
going to be offering the ubiquitous golden arches on¬ 
line in the form of a downloadable commercial in con¬ 
junction with the NBC On-line area on America 
Online. 

The logic behind this kind of action is murky at best, 
and an astute net maven might even consider it the sign 
of a sharp blow to the head on the part of McDonalds 
PR execs. Only time will tell, but it seems pretty 
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questionable that users are going to pay to download a 
commercial. According to The Wall Street Journal arti¬ 
cle even “McDonalds executives concede there’s no 
clear motivation to download a commercial, at least in 
this initial experiment.” 

AOL over 900,000 

America Online, Steve Case’s on-line enfant terrible, 
is over 900,000 users and expects to log its 1,000,000th 


user by the time this report is in print. 

In other AOL related news, a new front end should 
be going out to users this month, representing a major 
update to the interface, taking the first steps in the 
direction of multimedia, with a GUI incorporating pic¬ 
ture and sound elements. The Mac version of the soft¬ 
ware will ship first, followed by the Windows versions 
in approximately a month. The mailings will be in 
waves until all of AOL’s million subscribers have the 
new software. And a quick kudos to savvy Steve: the 
update is free. 

Prodigy Gets Stones 

Mick dagger and Keith Richards scheduled late sum¬ 
mer on-line appearances, answering questions posted to 
a special Prodigy area over the course of a week. This 
is the first in a series of publicized cyber-appearances 
by big names on Prodigy, who hope to use the on-line 
appearances, both in posted forums and new “chat sta¬ 
diums,” to woo subscribers. Some names slated: Jamie 
Lee Curtis and Erica Jong. 

Prodigy also announced tests in delivering local 
access to specific groups in Canada. This test is to 
study the feasibility of a Canadian version of the 2 
million member service sometime in 1995. Seeing as 
how the 1994 edition of the Canadian Internet 
Handbook was cited as being the number one selling 
non-fiction paperback in Canada by the Financial 
Times recently, the interest is certainly there. 

And Are The Stones Cybercrazy or What? 

Stones ©Delphi.Com is the official E-mail address of 
the Stones in the digital ether. Delphi, who claims the 
distinction of being the Rolling Stones official on-line 
service in a recent press release, will also have a num¬ 
ber of contests and giveaways of Stones and Voodoo 
Lounge related merchandise and tickets. 

TechnoBadness 

According to various reports, a new virus has been 
discovered on the Internet. The Chinon name has been 
illegally attached to a piece of shareware called CD-IT 
which claims to be a CD utility, but is in reality a 
Trojan that trashes hard-drives and other system 
resources. 

New Netbook 

According to savvy Internet surfer Barry Friedman, 
The Netizens and The Wonderful World of The Net: an 
Anthology will appear at the following sites. The first 
is the current location for the book by chapter. The 
later is the eventual WWW site for the book. 
Gopher:gopher.cic.net/l/e-serials/alphabetic/a/amateur- 
computerist/netbook 

HTTP://www.cc.columbia.edu/~hauben/project_book.ht 

ml. 

And Printed Matter... 

The book Net Guide, published by Random House, 
is about to become a monthly magazine and an on-line 
service; the service will be called Your Personal 
Network and should be available through local access 
numbers nationwide. NetGuide magazine, dated 
December, will hit the newsstands in November. 


by John Withers 
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Sprjnt® long-distance service just 
became more valuable - up to $159.90** 
more! Now, when you switch yo'ur 
home long-distance service to Sprint, 
you can select any Sierra game, free! 
After enjoying six months of high- 
quality long-distance, you may qualify 
for a second free Sierra game.*** 

Only Sprint can offer you a nation¬ 
wide 100% digital, fiber optic network 
that provides the long-distance quality 
and reliability you need. Experience for 
yourself Sprint's "fiber-optic" clarity 
that makes both your long-distance calls 
and PC data transmissions crystal clear 
and virtually error free. 

Unsurpassed call and data clarity is 
just one of the many benefits you will 
enjoy as a Sprint customer. 

The Most® A Unique Calling Plan 

Sprint offers an unprecedented long¬ 
distance calling plan called The Most 
available now for all customers. The 
Most will save Sprint Customers 20 
percent off already low rates on calls 
each month to whomever you talk to 


the most, including international 
calls-even if the called person is with a 
competitive long-distance carrier. 

The Most will also provide an 
automatic 20 percent discount off all 
calls to Sprint's millions of dial 1 
customers, anytime and anywhere. 

When the person you talk to the 
most in a given month is a Sprint 
Customer, Sprint will combine both 
discounts for an effective overall 
savings of 36 percent on calls to that 
number.**** 

Save on Long-Distance When 
You're away from home tool 

Sprint's FONCARD* lets you continue 
to take advantage of long-distance 
calling and savings even when you're 
away from home. The FDNCARD is free, 
with cards available for every member 
of your family. 

The Service You Deserve 

At Sprint, we make no compromises 
when it comes to dependable, personal 
service - we do it all; operator services. 


directory assistance, customer service, 
even instant credit for wrong numbers. 
And we do it 24 hours a day! 

No Risk Guarantee 

Your satisfaction is guaranteed: we'll 
pick up the cost of switching your long 
distance to Sprint, and will even pay to 
switch you back if you are not completely 
satisfied. (Some restrictions apply.) 

So why not sign up for Sprint and 
receive the clarity, savings and service 
you want while getting two Sierra 
games you enjoy? 



* Offer valid only in the U.S. and for new Sprint customers. 
Not valid for FONCARD^3nly orders. One offer per 
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Not just your ordinary romp through the worlds. 


David Perry seemed to be taking a 
gamble when he bolted Virgin last year to 
form Shiny Entertainment. His Global 
Gladiators was a sales disappointment, 
but became a cult hit whose engine has 
piled up a lot of mileage since its develop¬ 
ment. Next came Aladdin, the magic pro¬ 
ject that made David’s rep in the industry. 

Then, incredibly, he left Virgin, taking 
most of the Aladdin development team 
with him. Not only did he split, he did so 
in the middle of his then-current project, 
Disney’s Jungle Book (yet another plat¬ 
form game), obtained financing to start up 
a development group, and Shiny was born. 

Perry exploited his Aladdin rep to 
obtain as high a profile as possible in the 
game magazines, then set about to create 
the ultimate platform game. Earthworm 
Jim, which has since been converted into 
a miniature empire and potential cash cow 
that could vault the moon for Shiny. 

Some of the more hyperbolic reviewers 
have gone so far as to dub Earthworm 



Jim the Game of the Year; one even con¬ 
ceding it Game of the Decade. This wild¬ 
eyed praise, unfortunately, owes more to 
Perry’s personal charisma and the prod¬ 
uct’s superficial appeal than it does to any 
spectacular merits inherent in the game. 

Earthworm Jim is a slick vehicle from 
which a parade of delightfully whacky 
toys and TV shows may well emerge, like 
clowns from a tiny Volkswagen, but it is 
not even the best platform game of the 
year, much less Game of the Decade. 

Here’s the, ahem, skinny: the player- 
character is a mutated worm who some¬ 
how inhabits a suit which serves as a sort 


of exo-skeleton for our invertebrate hero. 
Which is to say, in full EJ Mode, Jim 
looks about as much like an earthworm as 
Hulk Hogan does. EJ has the ability to 
jump, cling to the edge of objects, and 
hoist himself up. Prince of Persia-style. 
He can (and this is really cute) extract his 
entire body from the suit and use himself 
as a whip. Of course, he has an automatic 
weapon. Periodically, he finds higher- 
powered zap guns capable of shredding 
the screen with their smart blasts. 
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The game begins in New Junk City, a 
toon-like junkyard inferno containing 
mountains of rubber tires, unlikely 
pathways, and whatever other whimsical 
objects the design team wanted to toss 
into the mix. 

There are also enemies, including pesky 
crows, a junkyard dog, and a parade of 
whimsical bosses, including a garbage can 
with tire appendages who can dance, 
attain vehicular mode, or simply slam the 
p-c up against the wall. Or how about 
Prof. Monkey-for-a-Head, a mad doctor 
type whose head consists of a live, invert¬ 
ed monkey? The characters are a gas and 
beautifully designed from a graphic point 
of view, but in game terms, they simply 
don’t produce anything special. 

It sometimes seems as if Shiny was 
designing a TV show all along, rather than 
a video game. The characters are all craft¬ 
ed for maximum visual impact, but their 
individual quirks tend to be meaningless 
game cliches or mindless gross-outs. One 
character spews live fish from his yap 
every time EJ strikes him, and there are 
sub-levels with titles like “Snot a 


Problem” and “Buttville," and the fact is, 
this game frequently looks and plays an 
awful lot like Global Gladiators, one of 
the most physically vulgar video games 
ever produced outside of Japan. 

Obviously, Perry wanted to avoid the 
rap that Aladdin received as a game 
that was a milk run for ace gamers. 
Earthworm Jim, therefore, is Difficult, 
with a capital D. It is not difficult in the 
sense that it requires great gaming smarts 
to penetrate; it is Difficult in the British 
tradition which equates the amount of 
time it takes to dispatch an enemy with 
superior “play value.” In EJ, even the 
crows take about a dozen shots to put 
down. The Garbage Can Man (the game’s 
very first boss) can only be killed in the 



following manner: launch a salvo of gun¬ 
fire at him while he dances, thereby luring 
the galvanized goon into his vehicular 
mode. Next, fire approximately 10 million 
rounds into the open can when the attack¬ 
er infrequently raises its lid. All the while, 
the boss is spitting anvils and slamming 
the p-c into rock walls, while tubas (don’t 


ask) fall from the sky and must be fired on 
to deflect them away from our hero. 

This is not to say that there aren’t some 
amazing things in this game. The scene in 
the Professor’s Laboratory where bizarre 
lab creatures morph into brains, is one of 
the wildest visual displays in gaming 
history. And the machine gunfire is 
viscerally satisfying from both an audio 
and visual perspective. But in these days, 
where even minor development houses 
and publishers have access to SGI tech¬ 
nology, gross-out eye candy may not be 
enough to sell a game that doesn’t occur 
in a coherent, logical universe, and lacks 
range and game diversity (power-ups, 
original enemies, etc.). Even the audio 
wizards at Neuromantic, who rarely fail to 
catch a groove and fly with it, never 
seems to find anything to latch onto in this 
game. The sound fx are good, but the 
music is uninspired, and the voice samples 
are so poor that none of our testers were 
able to figure out wbat it is that Jim 
screams every time an enemy thumps him. 

In addition to the platform game 
sequences, which constitute 98 percent of 
Earthworm Jim, there’s a recurring 
bonus level that the player rotates Jim 
around the perimeter of a swirling vortex. 
Tempest-style, avoiding harmful objects 
while collecting bonus globes. On the fun 
.scale, this scenario is on a par with watch¬ 
ing DPaint dry. 

David Perry is a master at self-promo¬ 
tion. In Earthworm Jim, he has 
produced no more than the visual 
framework for a great video game. B- 
(Bill Kmikel) 



The SNES version of Earthworm 
Jim, also from Shiny and Playmates, is 
a duplicate of the Genesis SKU. 

Despite hopes that attempts would be 
made to take advantage of some of the 
SNES’s superior technology, financial 
realities seem to have dictated other¬ 
wise. This is obviously a sign of the 
times; if a game can be ported with rel¬ 
ative ease from the Genesis to SNES 
platforms, or vice versa, it’s tough to 
rationalize doing otherwise. 

The SNES version, therefore, shares 
both the virtues and weaknesses of the 
Genesis edition. On initial viewing, it 
long the most impressive-looking 
leo games ever produced in the 

ria. The character animations 
duplicate the feel of an interactive car¬ 
toon as well as, or better than, any 
other game in history. When the junk- 
^rd dog attacks Jim, for example, the 
Tomic ferocity is so over-the-top and 


skillfully rendered that it 
produces an impression 
somewhere between Warner 
Bros, neo-classic, and hip, 
modern stuff like Rocko's 
Modem Life. Earthworm 
Jim doesn’t look like any 
particular cartoon, but its 
toonish cred is awesome. 

Perry has one overwhelm¬ 
ing strength in Shiny: his 
artists and animators are 
simply incredible, among 
the best in the business. 

Earthworm Jim has some 
technical and design flaws, 
unfortunately, which also 
ported over from the Gene¬ 
sis. The scrolling should update a little 
faster, for example; when EJ moves at 
full tilt, the screen area ahead of him 
allows the gamer to see more than a 
few feet ahead of the p-c. There are 


also some logical problems: Jim can 
bounce on some tires, for example, and 
not on others. Bonus points are award¬ 
ed, on the other hand, for the cable 
which carries Jim left or right, using 
momentum created by EJ’s gunfire! 
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Blaze through the Uortex 
and conquer the Aki-Do 


ElectroBrain brings home a gripping 
3-D game for the SNES with Vortex. 
Vortex is the third title to use the vaunted 
Nintendo SEX chip. Basically, the chip 
adds a little extra graphical umph to the 
16-Bit platform, allowing it to manipulate 
polygons with more sophistication than 
was previously possible. 

Vortex is a 3-D combat game. The 
player takes control of the Morphing 
Battle System, a mech that can change 
into four different vehicles, each with its 



own capabilities. As commander of the 
MBS, the player is on a quest to stop the 
hordes of Aki-Do. The luddite barbarians 
have stolen the A.I. core and scattered its 
components over a wide area. The player 
must travel through the Vortex, and locate 
the pieces of the A.I. Core while battling 
the evil Aki-Do. 

The Morphing Battle System transforms 
into four different shapes, each with 
unique abilities. The Walker is the main 
MBS shape. The Walker is a large robot 
and the best offensive platform. There are 
four weapons available in this form. The 
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right arm alternates between a laser gun 
with infinite shots and a cannon with 
much greater firepower but a limited 
amount of ammunition. 

The left arm carries a missile launcher 
with homing missiles or a rocket launcher 
useful for knocking out heavily defended 
ground targets. 

The Jet is the second MBS configura¬ 
tion and it is quick, lightly armed and a 
real gas guzzler. When in Jet form, the 
MBS can use only the weapon on the right 
arm, so there is no missile or rocket capa¬ 
bility in this mode. 

The Land Burner is a wheeled vehicle 
that zips across the terrain. It doesn’t use 
as much fuel as the Jet, but like the Jet, 
only right arm weapons are available to 
the Land Burner. 

The fourth MBS unit is the Hard Shell. 
It’s a defensive platform, with no guns, 
but here the player can access 
ElectroBombs. These are smart weapons 
that wipe out all the opponents in the 
vicinity of the MBS in a flash. The Hard 
Shell doesn’t take damage 
to the shields like the 
other platforms, but 
instead damage reduces 
the fuel. When not under 
direct attack, the Hard 
Shell replenishes its fuel 
via solar panels. 

Much of the action 
takes place in a follow 
point of view, with the 
Morphing Battle System 
in the foreground. The 
other POV is a first- 
person, “head-cam” view, 
utilized when the player 
journeys through one of 
the alien underground 
complexes. These are filled with traps and 
hazards to the MBS, and a little deductive 
reasoning is required to negotiate them 
without taking damage. 

There are several mission types, each 
emphasizing a different capability of the 
MBS. Some require flying, while others 
are suited to the Land Burner. The Walker 
is the all-around platform. With the press 
of a button it can leap great distances via 
rocket boosters. With another button, it 
springs up and turns around to face the 
rear; a move that looks specifically 
designed to show off the capabilities of 
the EX chip. 

And show them off it does. The player 
can roam freely over the 3-D terrain 
which turns smoothly as the player flies, 
rolls, or walks along. There are lots of 
dramatic zooms and rotations. The view 
scales in and out during battle. This looks 
good and is helpful in targeting the 
numerous enemies. 


There are flying and walking oppo¬ 
nents, stationary gun platforms and traps. 
At the end of each level the player con¬ 
fronts a boss which must be defeated 
before moving on to the next level. 



All of the good looking action is 
complemented by atmospheric music and 
very realistic sound effects. The heavy 
rumbling explosion of the ElectroBomb is 
especially good. 

Registration is a problem. There are 
numerous places where the MBS runs into 
surrounding buildings when it should have 
clearly missed them. This isn’t a serious 
flaw except in Jet Mode. The Jet has a 
tendency to repeatedly slam into obsta¬ 
cles, a good way to accumulate a lot of 
damage very quickly. 

Another annoyance is the bosses. The 
levels are big and long, and the bosses are 
difficult to destroy. There are no mile¬ 
stones, so after journeying through a level, 
the player is soon destroyed by the boss 
and the whole level must be replayed. 

This is euphemistically known as extend¬ 
ed play value. 

The EX chip is expensive. To keep cart 
costs down, ElectroBrain kept Vortex at 
a paltry 4-Megabits of memory. It’s a 



testimony to the skills of the programmers 
at ElectroBrain, but one can’t help but 
wonder what this game would have been 
like with a Super EX chip and 16-Megs of 
chip power. But one also wonders if 
gamers would be willing to pay for such a 
game, so perhaps 4-Megs makes sense. 

Still, Vortex is challenging. The game 
becomes more enjoyable as the controls 
are mastered; it’s mostly fun to play and 
looks impressive. Vortex will grow on 
you. B (John Wesley Hardin) 
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Standing the Game Gear on its head 


Here’s an odd little game from Sega 
that will give jaded portable players a 
refreshing, if temporary, boost. 

Dynamite Headdy is a side-scrolling, 
platform Jumping game. Fortunately for 
players. Dynamite Headdy isn’t afraid to 
be weird. Savvy designers know that to 
stand out above the horde of platform 
games, a new title must be something 
different. By injecting the game with some 
puzzle-solving and shooter-game ele¬ 
ments, Treasure Software gave Dynamite 
Headdy a little more dimension than most 
platform games. 

Headdy is endowed with the dubious 
skill of being able to detach his head and 
use it as a projectile weapon. Thusly 
armed, Headdy goes out into his world to 
fight the forces of evil. There’s a superflu¬ 
ous plot here that involves the Dark 
Demon and a nefarious plan to take over 
the world. 

There are six stages, each with two or 
three levels. At the end of each stage, 
Headdy confronts a boss. Headdy’s health 
is indicated by a spotlight in the upper left 
corner of the screen. It’s bright green 
when he is unscathed. As more damage is 
done to him, the spotlight goes from green 
to yellow to red to flashing red. Flashing 
red means that Headdy is about to expire 
and the player had better be careful. When 
Headdy meets a boss, the same device is 
used to indicate the bosses’ strength. 

Headdy has five different heads avail¬ 
able to him. This is less than the number 
available on the Genesis, but we portable 
players have to take what we can get. 



Among his heads, Headdy has the 
Vacuum Head, which sucks in all the 
opponents on a level in a spectacular 
animation. There’s the Sleepy Head that 
regenerates Headdy’s energy level, and 
the War Head which allows him to fire 
homing missiles at his opponents. A 


couple of other heads round out the arse¬ 
nal. All of them have neat animations and 
each gives Headdy a new appearance. 

In addition to the head power-ups, there 
are stars which add bonus points to the 
player’s score, and bananas which restore 
Headdy’s energy. 

All of this is, of course, in good fun. 
There’s a great deal of sly humor here, 
with character names like Trouble Bruin, 
for a rampaging teddy bear. Levels with 
names like Twin Freaks, Toys in the 
Hood, and Fatal Contraption show a hip. 



pop culture awareness that is absent in too 
many games that are supposedly “cool.” 

In these latter days of the Game Gear’s 
life, the software has matured to take full 
advantage of the platform’s capabilities. 
While Dynamite Headdy doe.sn’t have 
the pure cartoon feel of other games on 
the Game Gear (Chuck Rock II comes to 
mind), its smooth play and numerous 
animations are extensively easy on the 
eyes. It has a unique look. 

Dynamite Headdy is straight out of the 
surreal school of graphics. Seeing the fly¬ 
ing doll heads, shiny, flying smiley faces 
and bizarre characters, it is somehow easy 
to imagine Japanese schoolkids playing 
this game. 

There’s a twisted, alien-culture feel to 
Dynamite Headdy that gives it a large 
part of its appeal. It’s almost as if we’re 
seeing one of those games that are huge 
successes in Japan but never make it to 
these shores because the game companies 
are afraid we gaijin won’t understand it. 

Headdy is not destined to replace Mario 
or Sonic in the minds of gamers, but he 
does have a certain appeal, with his large 


eyes and deadpan expression. He fires his 
head in eight directions and utilizes it for 
all sorts of things a head is not conven¬ 
tionally used for. 

The stages are pretty good sized, and 
there are hidden surprises and bonus items 
scattered around. There is no timer, and 
players are encouraged to explore and find 
the hidden goodies. Despite this, the levels 
seem quite linear, with only one true path 
leading through any given area. This 
defeats the purpose of having no timer and 
encouraging players to explore. 

So, is Dynamite Headdy a great game? 
Well, no. It has a lot going for it, but it 
certainly isn’t the perfect Game Gear title. 

While the graphics are interesting and 
colorful, the sound is neither. It serves the 
purpose of giving feedback to the player 
when Headdy takes a hit or picks up a 
bonus, but that’s about it. The music is 
nondescript. There is no option to turn it 
off; for that matter, there 
are no options at all. No 
difficulty setting, no con¬ 
troller configuration (not 
that one is needed) no 
passwords or anything 
like them. Gamers get 
three continues and that’s 
it (more can be earned). 
This seems a little 
extreme for a game with 
over a dozen levels. 

Players who like a more 
vanilla kind of action 
game may not care for 
the off-beat air of 
Dynamite Headdy. It is 
different, and some 
players may not want different. 

But maybe in the end Dynamite 
Headdy isn’t different enough. Under the 
outlandish touches and unusual ideas, this 
is still a fairly conventional platform 
game, and for players who want some¬ 
thing truly unusual, this may not be 
enough. It’s a dilemma. 

Dynamite Headdy is still charmingly 
original enough to warrant a look. It won’t 
be the game to revitalize the portable plat¬ 
form, but it should intrigue many players 
who will want to see Headdy on the more 
capable Genesis. For standing head and 
shoulders above more conventional 
games. Dynamite Headdy gets a B-. 

(John Wesley Hardin) 
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Just in time for the basebail strike 



Finding the appropriate 
baseball simulation to 
take its rightful place in 
the EA Sports video game 
pantheon has proved 
almost as difficult as find¬ 
ing someone to pull 
Excalibur from its stone. 

EA’s production of “In 
Search of...” has been an 
ongoing difficulty for the 
division since its creation 
in the wake of Madden 
Football’s success. 

The origin story of EA 
Sports has rarely, if ever, 
been reported. In a way, it is much like the 
saga of Orson Welles, the boy genius 
director of the ‘40s who was never able to 
surpass his first two films (Citizen Kane 
and The Magnificent Ambersons). Though 
he did much good work in the decades 
that followed, he could never quite top 
that phenomenal, early success. 

John Madden Football was initially 
released as an over-complicated strategy 
sim for the computer, long before EA even 
had a sports division. Trip Hawkins then 
hired former Gamestar honcho Scott Orr 
(working with Jim Simmons and Park 
Place) to take over EA’s fledgling sports 
ops (originally called the Electronic Arts 
Sports Network, or EASN—until ESPN 
started growling about litigation). Scott set 
about to design the most playable, realistic 
football game ever. “I always enjoy 
Tecmo Football,” he once told me during 
the 8-Bit Nintendo days. “You can Just 
plug it in and play it. I really like that 
simplicity.” 

Orr took the Madden name and 
designed a game that eclipsed every foot¬ 
ball re-creation before or since, and con- 



Bectronic Games 


Then came hockey, and lightning struck 
twice with Orr, Simmons, and Park Place 
combining once again to create NHL 
Hockey, the engine that continues to stand 
helmet and shoulder pads above every 
other on-ice simulation. Thereafter, Orr’s 
High Score team worked without Park 
Place, refining the engines into the best 
action-strategy sports games the world had 

Basketball proved more troublesome for 
EA Sports, with a host of less-than-memo- 
rable releases. But the void that really 
stuck in the company’s throat was the lack 
of a superstar baseball game. Not since the 
days of Baseball All-Stars and Tommy 
LaSorda Baseball has there been any¬ 
thing remotely resembling a standard- 
bearer in baseball video gaming. 

In the past year, EA Sports released not 
one, but two individual baseball franchis¬ 
es, LaRussa Baseball (based on the SSI 
computer game created by Don Daglow’s 
Stormfront Studios) and MLBPA, based 
on a license with the currently out-of- 
work Player’s Association. Neither game 
was a roaring success, though LaRussa 
was extremely well designed and created a 
loyal following of stat-loving arcaders. 

Now comes LaRussa ‘95, featuring the 
combined efforts of Orr’s EA Sports team 
and Stormfront. The problem is, the game 
looks as if it was indeed designed by a 
committee. Almost every element of the 
game’s action component seems either 
compromised or unnecessarily altered 
from the original. 

The game uses much of the interface 
established by Stormfront in the original. 


PUniSHER: EHEparts 
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superior version of LaRussa, but the 
visual engine is completely original. 

Pitching and batting is seen from the 
shortstop’s POV, giving the entire game 
an unreal looking effect. The game’s 
physics—the way the ball moves when 
thrown and hit—seem skewed; the ball 
gets larger and smaller at unlikely 
moments, and it seems to float rather than 
curve. After the ball is hit, however, the 
screen toggles to the standard, angled 
overhead perspective. 

There are lots of neat features in 
LaRussa ‘95, including six sets of stadi¬ 
um configurations, DH option, errors, 
and either full-count or single-pitch at 
bats. The game also retained its MLBPA 
license, rather obviating the need for two 
different baseball games from the same 
publisher. Players are rated in 27 
categories for position players and 19 
categories for pitchers. 

The game has more than enough statis¬ 
tical credibility to serve as a manager-only 
simulation (and with a 32K onboard bat¬ 
tery, stat retention should be no big prob¬ 
lem), in which case the physical problems 
becomes less of an issue. In fact, for video 
gamers who have never tasted the fruits of 
statistical replay, LaRussa ‘95 certainly 
has more to offer than any other game in 
its division. 

But the bottom line remains the same: 
Sega Sport’s World Series Baseball puts 
the spikes to LaRussa in terms of visual 
sizzle and visceral oomph. Cerebral play 
is all well and good for a computer base¬ 
ball game, where most players are more 
interested in strategy, tactics, and statisti¬ 
cal evaluation than they are in getting 
their rocks off by slamming baseballs into 
the cheap seats. But a top flight baseball 
video game has got to be more fun to play 
than this new version of LaRussa. 

We know that both EA Sports’ High 
Score Productions and Stormfront are 
individually capable of producing superb 
sports games. Perhaps it’s best, however, 
if next time EA decides on one or the 
other. Unfortunately, LaRussa Baseball 
‘95 is a thinking fan’s game in an action 
fan’s medium. 

Here’s hoping that EA Sports has better 
luck with future baseball games than 
Orson did after his great work—I’d hate 
to see a genius like Scott doing wine com¬ 
mercials for Gallo. 1+ (Bill Kunkel) 





















1 1 s the beginning of the 21 st century and competition in the airline industry is heating 
I up. Lower fares, better sen/ice and improved flight schedules fuel the war in the skies. 

As a young ambitious CEO, it's up to you to 
make sure your airline is a survivor and not just 
another casualty. To succeed, you will have to 
make some tough decisions including where to 
fly, what aircraft to purchase and how to attract visitors' 
to the cities you service. Your goal: to differentiate your airline 



Purchase STAn-OF-mE-ART 
SUPERSONIC AIRCRAFT 



from the rest while still turning a profit. 


In Aerobiz Supersonic, fashion a powerful fleet of aircraft 
from more that 50 possible choices, organize routes to 89 global 
destinations and invest your profits in a variety of new services 
including amusement parks, ski resorts and airport shuttle services. 

And don't forget, as CEO your still responsible for things 
like plane maintenance, advertising and handling those periodic 
emergencies such as a plane crash or employee strike. Get ready 
to make some tough decisions! And now that you're CEO, try 
doing something about the food! 


Offer air service to over 80 major & 
minor cities around the globe 

Select from 4 eras in aviation history 
including two futuristic scenarios 

Purchase from an extensive list of air¬ 
craft, including historical, fictitious & 
supersonic airplanes 

Diversify your airline through business 
ventures such as golf courses, ski 
resorts & shuttle services 

One to four player fun 


Available for Snes & Sega. 


W 


KOEI Corporation, 1350 Bayshore Highway, Suite 540 
Burlingame, CA 94010 


KOEI games are available for all systems in 
retail outlets nationwide! If you can't find the 
KOEI product you are looking tor, call us at 
415/348-0500 (9AMto5PMPST|. 




Online Support offered on CompuServe; 


Sega Genesis title pictured above not yet rated. 
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Taz takes enception to Marvin's zoo hospitality 


Taz is spinning along, minding his own 
business when Marvin the Martian beams 
him up and carries him off to a Martian 
zoo chock full of unearthly and unfriendly 
critters. Taz is an irascible fellow at the 
best of times, and is soon on his way outta 
there, creating havoc on the way, in this 
fairly traditional, platform/puzzle game. 

Taz uses his Tornado Spin to burst 
through weakened walls (the player can 
help him with this by pointing him at the 
walls with the cracked bricks) or to travel 
along narrow vertical shafts and loop-de- 
loops, or even dig into the ground. Shrink 
rays and an occasional potion miniaturize 
him long enough to get him through some 


narrow squeaks; other potions blow him 
up to twice his size—mean and snarly, but 
too heavy to spin. 

Taz is prone to eat anything that isn’t 
nailed down. In a rare animation for video 
games, he actually picks these things up 
and swallows them (whole, of course) 
instead of just running across them. The 
problem is, not everything’s good for him. 
There are bombs and pretty birthday cakes 
with big red candles left lying around 
which, when swallowed, blow him up lit¬ 
erally. He’s tough! this doesn’t kill him 
unless his life bar is low, but it does lose 
him health points. If the player lets him 
hesitate long enough where one of these is 
found, he’ll pop it in his mouth.There’s 
nothing that can be done about it. 

There are first aid kits to restore his 
health, burgers and other items that at 
least don’t seem to hurt him—and there 


are items he can use for weapons. If he 
swallows a box of rocks he can spit rocks 
lethally, and if he imbibes a can of gaso¬ 
line, he becomes his own flamethrower. 

Taz generally takes out enemies with 
his Tornado Spin or by spitting stones or 
fire, though other techniques have to be 
discovered for some and for the level 
bosses. If he spins over power-ups they’re 
gone, so bombs may be thus rendered 
harmless. But he won’t gain the benefits 
of the good ones this way, so it’s wise to 
learn the locations of which “snacks” are 
where during the inevitable replays. 

There are six levels, each with several 
waypoints (signified by little Taz statues), 
to which Taz returns on 
losing one of his three 
lives. At the last of these, 
he also gets three contin¬ 
ues, but they return him 
to the beginning of the 
level, not a waypoint. 

In the surrealistic 
world of cartoons and 
video games, there 
doesn’t have to be any 
real logic about the loca¬ 
tions where things hap¬ 
pen, and Taz frequently 
Jumps from one area to 
another via transporter, 
often at waypoints within 
each level. So in addition 
to Mars and the zoo surroundings, the first 
level, Taz finds himself being chased by a 
giant drilling machine through the 
Moleworld and splashing through Planet 
X, a water world. 

Then he inexplicably discovers himself 
blasting through a politically doubtful 
Warner Bros. Mexico that includes con¬ 
frontations with Yosemite Sam, Wile E. 
Coyote, and the Road Runner as well as 
banditos and an outrageous bull. A haunt¬ 
ed castle follows, complete with Witch 
Hazel and throw rug-like monster 
Gossamer, and, lastly, things begin to turn 
really weird as Taz traverses Marvin’s 
nightmare home. 

Graphically, Taz is captured in all his 
bewildered belligerence (a satisfying 
departure from the now tiresome “atti¬ 
tude”) and while most of the creatures he 
encounters are from the standard video 



game mold, many do capture something 
of the Warner Bros, style. It’s now famil¬ 
iar for the player-character to show foot¬ 
tapping impatience if left standing too 
long; Taz slips into this easily, and soon 
expresses his frustration with his classic 
raspberry growl and a spinning flurry of 
hands, feet, and teeth. 



Not bad—but the loop’s too short, with 
no variation, and it can get annoyingly 
repetitious quickly. 

The background music is good, typical, 
or above-average video’game stuff during 
play. It does sport a bouncy. Jazzy theme 
behind the Title Screen that evokes the 
Warner Bros, cartoons of yesteryear— 
from before Taz became a member of the 
team, actually. 

There is no Option Screen opportunity 
to listen to the themes or sound effects. 
The only options offered are to switch the 
effects of the A, B, and C buttons from 
their respective defaults of Action (like 
spitting rocks or fire). Spin, and Jump. 

One would need to be careful with making 
such changes, because Taz frequently 
requires a Jump-spin combination that 
takes good coordination between the 
buttons that control them. 

Escape from Mars is inspired by the 
world of Looney Tunes but owes much to 
Sonic and Bubsy. Its violence is mild for a 
video game—most enemies disappear 
quietly in little puffs of smoke, and Taz’s 
squawks of pain when hit are not really 
meant to draw sympathy. 

The real fun, as for most video games, 
is working out the puzzle patterns that will 
get him past the next waypoint and the 
next boss. Overlaying this standard pat¬ 
tern, Escape from Mars has its own style 
and Taz is given some different ways to 
deal with his obstacles to freedom. It’s fun 
to spend a few hours to help him find his 
way out. B+ (Ross Chamberlain) 




















Ultimately, it has come down to this...You, alone in the gunner chair with the entire 
Red Eye armada in your face. • ' 

Yet somehow, as you grab hold of your 15-foh lasercannon, it actually feels like 
you've got a chance against these tirfrelenting alien mercenairies... 

A chance in hell, that is. * s.' . 

■■ r'' * 

Starblade on the Sega CD. iKtergalactic Armageddon has arrived. 

_!___ r*’ .■*' 
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ROtH R'ROU 
RRima 

This game gives new meaning to ''Hard-Drivin' Music" 



This is not a first- 
person racing game, and 
forget Mario Andretti or 
Nigel Mansell. For one 
thing, the setting is a 
space opera future and 
the available racing 
equipment reflects this. 

Blowing away the oppo¬ 
sition is part of the game; 
weapons and armor are 
standard issue and 
upgradable. Besides, how 
could a game that starts 
playing Bad to the Bone 
behind the opening screen 
be other than rough, 
tough, and just plain in-your-face mean? 

The racers are interstellar in origin. 

They have names like Snake Sanders 
(from Terra), Tarquinn (Aurora), Jake 
Badlands (Xeno Prime), Ivanzypher 
(Fleagull), Katarina Lyons (a catwoman 
from Panteros V, not at all like Michelle 
Pfeiffer), and Cyberhawk (from 
Serpentis). These are just the player-surro¬ 
gates available under the Choose Heroes 
Selection Screen. Opponents names are: 
Viper MacKay, Grinder XI9, Ragewort, 
and Slash. Most have a toothy, wait’ll-ya- 
see-what-l’m-gonna-do-to-you grin that’s 
called a rictus in medical circles. 

Each of the player-characters has plus- 
one strengths in two of the many elements 
required for racing well on the courses 
provided. Once players are comfortable 
with the game, they should select their p-c 
to fit their own style of playing. For exam¬ 
ple, Tarquinn’s strengths are top speed and 
cornering, while Cyberhawk’s are acceler¬ 
ation and jumping. 

The game resembles the NES game RC 
Pro-Am, which simulated racing radio- 
controlled cars around a track full of 
bumps and hairpin turns, picking up 
bonuses along the way. Here the angled 
side-perspective retains that sense of con¬ 
trolling from a distance, over an increas¬ 
ingly hazardous series of courses. Bonuses 
can include money, armor repair, etc. It’s 
also a good idea to watch out for mines 
and other hazards—including any the 
player may have left down for others that 
didn’t get their marks. 

Gamers used to first-person perspective 


play may find themselves having to 
unlearn ingrained direction control 
responses. For example, on stretches 
where the vehicle is facing the player, a 
push left on the control pad sends the car 
to the player’s right. 

According to the background story, 
when mankind contacted the Saurians of 
Bogmire in 2833, auto racing and late 
20th century rock ‘n’ roll became a craze. 
This led to the establishment of the Rock 
N’ Roll Racing Commission, and the first 
interstellar race was held in 2911, a mil¬ 
lennium after the first Indianapolis 500. It 
should be noted that in 10 centuries 
records might not be perfectly preserved, 
which probably explains why Henry 
Mancini’s heavy jazz-based theme from 
Peter Gunn got included among the rock 
‘n’ roll selections, but it works. 

Other credited themes besides that and 
Bad to the Bone are Born to be Wild, 
Highway Star, and Paranoid. There is no 
option to listen to the themes individually; 
Sound Options allow music on or off, 
ditto for sound effects and, as a third 
selection, the player may shut up Larry 
“Supermouth” Huffman. He complains 
“Ouch!” when switched off, and exclaims 
“Wo!” when returned to service. 

Everything he shouts in his gravelly 
voice has an exclamation point. When he’s 
on, Larry keeps up an exciting running 
commentary during the race ... “Snake 
jams into first!”...“Rip’s about to blow!” 
...“Viper looks lost out there!” And when 
the race is over, the lineup is called: 
“Snake scores a first place knockout! Rip 


finishes second! Shred takes a weak third! 
Viper is in another time zone!”—always 
the same phrases, but with the names 
changed. The player may want to shut him 
up eventually, but he’s fun for a while. 

Winning races, or even placing second 
or third (there’s always four cars on the 
track), gains the player money, which may 
be used to upgrade weaponry and armor, 
improve the car’s performance, or even 
acquire a new car. The player starts out 
with a selection between two vehicles 
(there’s a third, expensive one to dream 
about). As money is won, the car may be 
enhanced. Points are also scored, with the 
aim of reaching a high enough score to 
advance to the next division—or planet. 

One may keep racing at the old level if 
desired, to gain money and practice, and 
upgrade the car, but with sufficient points 
it’s possible to move ahead to the next 
level at any time. There’s a neat series of 
scenes in which the ship takes off, then is 
seen as a dot breaking off from orbit 
around a globe in space. Stars rush by as 
the ship accelerates, then decelerates, and 
drops into orbit around the new planet. 

Before each race a Selection Screen 
shows which planetary level the player 
has reached; how much money the player 
has, how many points and how many 
more are needed to advance, and also how 
many races out of the current division’s 
total have been run. Icons with associated 



text indicate the available selections: start 
the next race, buy equipment, advance to 
the next level, buy a new car, or setup 
options. Setup also offers a 12-digit 
password for returning to the same level 
and status at the next game session. 

With practice. Rock N’ Roll Racing 
makes it exciting to keep trying for 
the next win—not to mention relieving 
one’s aggressions on those smugly nasty 
opponents! B (Ross Chamberlain) 
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Hey Beavis. 
Anybody who plays 
this video game gets 
to act as stupid 
as you do. 










URBlin 

STRIKE 

"Whii Can't 1 Ever Fight 
an Evil Itf/or?" 


All right, so you totaled the desert, 
blasting the burning sands into a billion 
texture-mapped bits from the cockpit of 
your Apache combat chopper. Then you 
moved on to defoliate the jungle, scorch¬ 
ing more Earth in a single game session 
than General Sherman did in an entire 
campaign. 

You love the smell of synthetic napalm 
in the morning. It smells like ... a bonus 
round! 


But, are you ready for a real challenge? 

Then prepare to take on some serious 
American cities, tough guy, along with 
a quick side-trip to Mexico, in Urban 
Strike, the latest in Electronic Arts’ 
popular combat helicopter series. 

Employing the same basic engine John 
Manley and Mike Posehn originally devel¬ 
oped for Desert Strike and Jungle 
Strike, Urban Strike blasts away at New 
York City, San Francisco, and even the 
glitter palaces of Las Vegas. 

The Evil Genius this time out is H. R. 
Malone, a wealthy zealot who, after losing 
a bid for the presidency in the late 1990s, 



structures a paramilitary organization to 
strengthen America. (I wonder who he's 
supposed to be?) 

By 2001, the temporal environment for 
the game, Malone has set up his secret 
bases in a variety of urban locales, and is 
in the process of creating a “deadly” super 
weapon (aren’t they all?). United Special 
Forces Agent Ego, last seen in Jungle 
Strike, has infiltrated Malone’s headquar¬ 
ters, and, before becoming street confetti 
in a car bombing, reports to HQ that the 
pieces of this weapon are being assembled 
in Hawaii. 

As fate and the necessities of plot 
would have it. Urban Strike’s anonymous 
player-character pilot is currently in 
Hawaii enjoying the sun, sand, and surf. 
He cancels his vacation and takes on the 
challenge of stopping Malone (Ego’s 
death makes this “personal”). 

The basic game structure has undergone 
some technical and design upgrades. The 
Apache has been decommissioned in favor 
of a Mohican combat- 
copter. Additionally, the 
p-c has access to a 
Blackhawke rescue chop¬ 
per, a ground assault 
vehicle and, in some sce¬ 
narios, may also face the 
enemy on foot. 

The basic rules remain 
the same: use talented 
and skillful flying tech¬ 
niques to destroy the 
enemy, rescue civilians, 
uncover secret lives and 
extra supplies, and save 
the world from an Evil 

The ammo has not 
been upgraded; fighters have access to a 
combination of hellfires, hydras, and chain 
guns as in the previous Strike sagas. 
However, some levels feature a smart 
bomb that if found and correctly 
deployed, will clean out an entire area. 
There is a logistics problem, though. In 
some scenarios, chain gun fire does not 
kill an enemy soldier unless the gun is 
precisely aligned; yet, the entire building 
on which the sniper is standing can be 
obliterated with a few rounds of chain 
gunfire! This kind of shoddy logic makes 
suspension of disbelief very tough. 

The graphics vary with the campaigns, 
but everything from the lush green of 
Hawaii to the gaudy Las Vegas casino 
carpeting is well rendered, if occasionally 
a little sparse. The angled, top-down, per¬ 
spective that worked so well in the earlier 
games continues to do yeoman service in 
Urban Strike, and the Strike develop¬ 
ment team once again used ray-drawn 
technology to render the combat vehicles. 



Don Veca’s game score is appropriately 
martial, and sets up the gamer for some 
pulse-pounding play. Unfortunately, there 
just isn’t enough music, because the mis¬ 
sions themselves rely solely on sound 
effects. While the sounds of enemy air¬ 
craft, artillery, and armies blowing up pro¬ 
duces a somewhat satisfying visceral 
accompaniment, players have come to 
expect the same level of audio support in 
games that they experience in films. 
Imagine a war movie where the climactic 
battle scenes offered no musical support, 
relying on ballistics for its audio content. 

Urban Strike’s strong point, as always, 
is its great play value. Because it utilizes 
the same engine as its predecessors, veter¬ 
an Strikers will be able to pick up where 
they left off with little adjustment in skill 
and almost no learning curve. Novice 
players will have to spend the opening 
campaign learning to pilot their chopper, 
either with or sans momentum; experi¬ 
ment with different co-pilots; and become 
familiar with the Strike experience. 

The only real complaint would be that 
this third installment in the series is too 
similar to its predecessors. Only the hard¬ 
core urban levels, like New York City, 
offer a unique challenge, from a visual 
and game play perspective. Too many 
mission locations have no urban quality 
whatsoever—Las Vegas seems like a des¬ 
olate wasteland, marked by a few, isolated 
casinos and countless QuickieMarts. 

Even San Francisco is short changed. 
We all know SF is fogbound, but the fog 
seen in Urban Strike is terrible; dense 
and grey, like dirty snow. Some buildings 
poke their top stories above the morass, 
but everything else is impenetrable. For 
most of the level, it is all but impossible to 



see where blasts are coming from, or even 
where to fire. But the New York scenario, 
on the other hand, is spectacular, with bul¬ 
let-riddled snipers tumbling off skyscrap¬ 
ers after being hit, and a maze of huge, 
navigationally challenging buildings. 

Overall, Urban Strike does provide 
new challenges and a new madman to 
defeat, but one wonders how much longer 
the Strike series can continue without a 
serious upgrade. B (Laurie Yates) 
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The follouiing chart details the 
thaughts and apinians af seueral 
different £C editnrs nn snme af the 
latest saftuiare. In the future uie 




Aernblz Supersnnlc 8+ 

A- 

B 


Ballz C 

C 

c* 


Blacktbnrn B+ 

B 

B+ 

B 

Breath nf Fire A- 

A+ 

A- 

A+ 

BubbaWSHx 8- 

B 

B 

B 

Bubsg II A- 

B 

B+ 

B- 

Casdevania - 

A 

B+ 

A 

Champ. W.C. Sncner A 


B- 

B- 

Chester Cheetah C 

C- 

B 


Bafig Buck: Manta Mss. B 

B+ 

B+ 

B 

DNR nf Superman B- 

D 

C+ 

B 

Dnuble Bragnn V C+ 

C 

C+ 

B+ 

Ege nf the Behuider B 

B 

B+ 


Flintstnnes; Tnaan. B 

B 

B 

B- 

Bnnfg's Histntg Tuur B- 

A- 

B 


HardBall‘S4 B 

B- 

B- 

B+ 

Jammit B- 

B- 

C 

C+ 

The Jetsnns C+ 

C 

B+ 

C+ 

Jungle Bank A- 

A 

A 

B+ 

Lnrd nf the Rings A 

A- 

B 

B 

Mario Andretti Racing B'*' 

B 

B* 


Maximum Carnage A- 

B- 

A- 

B+ 

Megaman Soccer A- 

A- 

B- 

B 

M^ Tiinican B- 

C 

A 


MlBPABasebal'SA B- 

B 

B- 


NBA Jam A 

A 

A+ 

B+ 

Obitus 

B 

C+ 

B 

Fele Soccer B+ 


B 

B- 

Prince nf Persia im B 

B 

A- 

A- 

Rocko’s Modem life B+ 

B+ 



Saturdag Night Sim. B- 

B 


B- 

StarTrelcTNEisMsi B 

B 

A- 

B+ 

Sub-Terrania B 

B+ 

B+ 

B+ 

Super ADV. Island 

B- 

B 


Tempest 200B A 

A+ 

A 

A 

Time Trax 

B- 

C 

B 

Tum8Bum:iitaFiiizoM - 

C+ 

B- 

A- 

WizardrgV B+ 

B+ 

B+ 

B 

World Hemes C- 

C- 

B 




EKperlEnce lightning-fast nrtinn in nn intensn 
battle in tnntrn: Hard [nrps by Knnnmi. 


[nmbnt tun (By Accolade for Genesis) 
There’s something very, very wrong with 
the learning curve of a game when the 
first of nearly a dozen rounds is challeng¬ 
ing and enjoyable, but from Level Two on, 
the game becomes so difficult that it virtu¬ 
ally cannot be played successfully against 
the computer. 

Combat Cars is a topdown update of 
games like R-C Pro-Am (Nintendo) and 
Rock n’ Roll Racing (Interplay) that 
works fairly well at first, but one playable 
level is pretty short shrift given the prices 
of today’s video games. One almost won¬ 
ders if the same team that created the first 
level worked on the rest of this game. I- 
(Bill Kunkel) 

Syluester & TiuEEty in lagEy CapErs (by 

Time Warner Interactive for Genesis) 
Although EG reviewed this game a while 
ago, it shifted hands from TecMagik to 
Time Warner Interactive, who upgraded 
the game controls and made some other 
slight changes to the overall picture. The 
game actually plays a little bit easier now. 
The goal to this cartoon runaway game is 
to guide Sylvester through the game’s 
varied levels to ultimately catch his little 
yellow nemesis, Tweety Bird. Sylvester 
does this with a variety of devices like 
umbrellas and pogo sticks as he avoids 
typical enemies like Granny and Spike the 
Bulldog. Cagey Capers is particularly 
exciting because the graphics and anima¬ 
tion are as good as cartoons and the sound 
effects came directly from the Warner 
Bros, archives. Watch out for that monster, 
Tweety! K(Russ Ceccola) 
lantfu: Hurd lorps (By Konami for Sega 
Genesis) If this game ever had anything to 
do with the Nicaraguan Contras, it doesn’t 
now. This sci-fi themed shooter is a real 
challenge that will have players burning 
up lives like tissue paper. Gamers have 
four surrogates, including a robot and a 
wolfman, with which to raise hell in the 
name of law and order. There are some 
choose-your-own-adventure elements 




* m 
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here, but for the most part Contra is about 
destruction. Neat weapons, fast, fast 
action and a steep learning curve will have 


shooter fans playing this one over and 
over. All others, be advised. B (JWH) 

RstEriK und Thu Cruot Resiue (by Sega 
for the Game Gear) recaps the story found 
in the 16-Bit version; Asterix the Gaul 
must rescue his dog Dogmatix and the 
druid Getafix. To this end, the popular 



European comic character has a variety of 
magic potions and powers. With the press 
of a button, Asterix transforms into his 
buddy Obelix. Obelix can’t use potions, 
but he packs a real wallop. 

Graphically very appealing. The Great 
Rescue is pretty run-of-the-mill stuff. The 
game play is repetitious. It’s fun, for a 
while. I* (TW//) 


SpurhstEr (by Konami for the Sega 
Genesis) This is the second time out for 
Sparkster, the possum with a rocket pack. 



Now he has a slew of new opponents, but 
still the same girlfriend. The play is much 
the same; fast, visually interesting, and a 
challenge to master, with more emphasis 
on puzzle-solving than in Rocket Knight 
Adventures. Players who enjoyed the first 
game should have no complaints with this 
one. K(JWH) 

Zero Tofcrance (by Accolade for the Sega 
Genesis) Fans of first-person shooters 
(like Doom) finally have something to 
play on a 16-Bit platform. Players must 
single handedly stave off an alien inva¬ 
sion. Choose your surrogate and blast 
away with a wide variety of weapons and 
equipment. Good sound, adequate graph¬ 
ics, and lots of action make Zero 
Tolerance a t. (JWH) 
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Let the dark side of the Force entice you into a great game! 


space ships and Gunboats of the Empire in 
missions against the Rebel Alliance as 
directed by Darth Vader and Emperor 
Palpatine. The switch of perspectives, new 
interface features and player-controlled 
mission difficulty levels take TIE Fighter 
to the very top of the genre as the year’s 
best space combat simulator. 

TIE Fighter’s pilot progression is simi¬ 
lar to that of X-Wing. The player controls 
a new recruit in the Imperial Navy as he 
flies training missions, combat chamber 
missions and a complete campaign of non¬ 
linear missions that roughly follow the 
plot of The Empire Strikes Back from the 
Empire’s point of view. Players will 
quickly discover that the Empire’s mem¬ 
bers are NOT the one-dimensional bad 
guys portrayed in the Star Wars trilogy. 
There is a lot more that goes on behind 
the scenes that establishes the Empire as 
an organization with different goals, albeit 
warped by the dark side of the Force 
wielded by Vader and Palpatine. A secret 
society of elite pilots will try to lure the 
player into their midst through political 


maneuvers, but it’s entirely up to each 
person how deeply they explore the dark 

New recruits should begin in the train¬ 
ing missions and combat chamber before 
they tackle the “real world.” TIE 
Fighter’s interface contains cinematic 
screens and audio nudges that direct the 
player to the game options. From the main 
screen, players can access the campaign, 
training, combat chamber, film room or 
tech room (displays of game ships in 3-D 
holograms). Practice is very important 
before players can fully handle all of the 
available fighters. 


Wow!!!!! That one word efficiently 
sums up the reaction of anyone who 
spends just a few minutes or a mis.sion or 
two with TIE Fighter, the sequel to the 
hit space combat simulator X-Wing. 
Designers Lawrence Holland and Edward 
Kilham took the comments and com¬ 
plaints they received over the course of 
time that X-Wing and its add-on disks 


dominated the shelves and redesigned 
their game interface around an entirely 
new perspective in the Star Wars saga. In 
TIE Fighter, players control the TIE 
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One of TIE Fighter’s few weaknesses 
(although some might consider this an 
advantage) is that the cockpit of each of 
the Empire’s ships has almost the same 
look. Although the ships handle different¬ 
ly, this common appearance might wear 
on some of the die-hard pilots. 

The new features and interface adjust¬ 
ments make TIE Fighter play much bet¬ 
ter than X-Wing. For example, the design¬ 
ers expanded the list of wingman orders 
so that players can direct wingmen away 
from the enemy they are attacking. This 



eliminates much of the wasted wingman 
power players experienced in X-Wing. 
TIE Fighter adds a group of new in-flight 
data, navigation and status screens so that 
players don’t need to return to base to 
track their progress. A 3-D navigation 


screen highlights every target and friendly 
ship. Players can also equip their ship in 
TIE Fighter with their weapons of choice 
before each mission. Most importantly, 
each mission has three difficulty levels, 
but the Easy and Hard 
levels involve a point 
deduction and bonus 
respectively. Nobody can 
complain that TIE 
Fighter is too hard! 

There are many more 
subtle interface changes 
in TIE Fighter that show 
how Holland and Kilham 
made a conscious effort 
to design the best possi¬ 
ble sequel to X-Wing that 
both new players and 
veterans of that game 
would learn in no time. 

TIE Fighter’s graph¬ 
ics, sound effects, music 
and cinematic scenes are stunning. The 
game is as much a movie reversal through 
the story screens and incredible animation 
as it is a space combat simulator. 

Although these “cut-scenes” pepper the 
game’s campaign, the graphics throughout 
TIE Fighter are of the highest quality. 
LucasArts’s musicians reworked John 
Williams’s original score and music for 
the movies, slightly darkening the tones to 
fit the game’s attitude. The music and 
sound effects reinforce the fast action and 
space battles so that players can easily slip 
into that Star Wars frame of mind. 
LucasArts took all of the latest graphics 
and audio technology and crammed it into 
TIE Fighter so that players experience 
the ultimate combat challenges in over 50 
missions. 

No game is perfect, but TIE Fighter 
continues a terrible element from X-Wing 


that made players want to send a squadron 
of TIE Bombers to LucasArts headquar¬ 
ters bent on destruction. Every time play¬ 
ers start TIE Fighter they must enter a 
password based on symbols from the 


game manual. This is annoying! Also, the 
manual becomes dog-eared and tattered. 
Software copy protection should only 
surface occasionally or during game 
installation, not at the start of each and 
every game! Enough said. 

TIE Fighter is addictive and exhilarat¬ 
ing because it’s the first time players have 
ever been able to pilot Imperial space 
ships and it’s the only Star Wars property 
to examine the films’ events from the 
Empire’s viewpoint. Besides, it’s not a 
smart move to disappoint Darth Vader. 
TIE Fighter permits player flexibility and 
offers such a wide variety of game play 
and pilot development that other game 
companies should look to this game as a 
model of excellence. 

May the Force be ... oops. May your 
journey to the dark side be rewarding, fl 
{Russ Ceccola) 
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she has to move and click with lightning 
speed to, for example, talk to passersby 
before they disappear off the screen. It’s 
also a good idea to keep the manual 
handy, as some of the questions asked 
(mostly by members of the Rat tribe, who 
are the intellectuals) require looking up 
certain words on certain pages. Those who 
have been spoiled by the near-photo¬ 
quality graphics of some games will find 
the graphics here a bit blocky, but they’re 
certainly passable and don’t deter from the 
enjoyment of the game. 

The opening scenes of the program use 
spoken as well as written dialog, but once 
game play is started the dialog is only 
written—with a control for reading speed. 
The background music is suitable to the 
Medieval setting of the game, and is 
innocuous enough not to become annoy¬ 
ing during game play. 

There may be questions in the minds of 
some whether, in these politically correct 
times, it’s wise to have a game that relies 
so heavily on introduced stereotypes— 


each tribe, as it were, displaying certain 
personality traits. On the other hand, one 
could argue that an undercurrent of this 
game is a lesson in the uselessness of 
stereotypes, as Rif is obviously not what 
most believe members of the Fox Tribe to 
be, and goes a long way toward proving it 
by his actions and his honesty. Either way, 
the game is intricate, involving, and often 
tough to solve, and promises not only 
hours of enjoyment for the players, but 
also free time to stressed-out parents. 1+ 
(Sara Slaymaker) 


maiT 
THE ami 

Puzzle-solving adventure 
in a mythic future 


It is far, far in the future, and the time 
of humans has long since passed. Their 
legacy to the Earth is a population of 
Morphs, tribes of animals that have been 
given sentience and intelligence. Although 
there are those tribes that have carried on 
the stories of humans, the entire species 
has become legendary, endowed with the 
wisdom and powers of ancient gods. Most 
of their technology has been lost, with 
only bits and pieces surviving. The 


Morphs of today live in a society not 
unlike the human times of Robin Hood 
and the Knights of the Round Table, and 
magic has re-entered the land. 

The game begins at a Faire, in the final 
seconds of the Grand Tournament between 
Rif the Fox and Scorry the Rat. Because 
he has been concentrating on the win, and 
not the game, Rif is beaten by Scorry and 
is awarded the Silver Medallion instead of 
the Gold. 

As he is berating himself, an Elk 
appears and declares the Faire closed: 

The Orb of Storms, the tool used by the 


Morphs to predict the 
weather, has been stolen. 

This could be a catastro¬ 
phe, especially for the 
Boar Tribe, who need the 
Orb’s predictions to plan 
their Mud Baths. And 
who is the prime suspect? 

Naturally, it’s Rif—every¬ 
one knows that Foxes are 
sly, cunning thieves, just 
as Elks are noble and 
administrative, and Boars 
are stupid and aggressive. 

But Rif is also a master 
puzzle-solver, as he 
proves by showing his 
medallion, and convincing the forces of 
the Forest King (who is an Elk, of course) 
to allow him to find the Orb. But if Rif 
doesn’t find it by the next new moon, he 
will stand trial for its theft. Accompanied 
in his quest by Each the Elk and Okk the 
Boar, Rif sets off with very few clues with 
which to accomplish his 
task. Whether he sue- 
ceeds, clearing his own 
good name and that of the 
Fox Tribe, and rescuing 
his girlfriend Rhene from 
the clutches of the Boar 
Tribe, depends entirely on 
the cleverness and perse¬ 
verance of the player. 

Kids love this game. In 
fact, some kids find this 
game irresistible, and 
keep coming back to it 
again and again, despite 
some of the difficulties 
encountered in play. The 
idea is to visit as many 
places, talk to as many Morphs and gather 
as many clues as possible, slowly putting 
together the pieces of the puzzle and 
solving the mystery of the Orb’s 
disappearance. 

The game is played from a three-quarter 
overhead view that’s fairly close to the 
ground, so it’s often difficult to tell exact¬ 
ly where Rif and his party are, and 
whether they’ve been there before. In fact, 
this can be a very frustrating aspect of the 
game, and many players may be tempted 
to put down the mouse after a short time. 

When the band members travel between 
areas, though, they’re seen as a tiny spark 
of light on a three dimensional map, until 
they reach their next destination. The 
screen is divided horizontally, with the 
viewing window in the top half, and the 
action/inventory screen in the bottom half. 
Game play is'with a mouse, and because 
the character actions are listed below the 
game window it’s sometimes hard to get 
Rif to do what the player wants, as he or 
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fliR SO HOT flllD FIITM, YOR SIUEHT TOM IHflSTE. 

Streets so rierr, rirrder is hr ret of irerc¥. 
It’s R perfect PLRCE FRR TIlEflRflGflfl* 


, He controls the streets with terror. He 
rules the underground with his sweet 
And,.by the way, this animal's 
go^our girlfriend. . 

William 'Blade' Hunter, an ex¬ 
doing grungy private-eye work in 
a seedy city. Now, the mayor, who 
took your badge for not going by the*’ * 
book, wants you to throw out the 
book and terminate the Dragon."^ • 

As 'Blade,' you must conduct the most 
desperate investigation of your lif ej ip 
five days, cover the entire city, chal-* 
lenge everyone-and trust no one. 


Use any weapon ypu can lay 
your hands on and every dirty 
trick you know to outsmart a 
complex cast of cl^aracters and 
encHhe Dragon's viciouy^ign. 


Available at retail or call 1-800-757-7707 
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Tanks for the memories 


Does the steady clank of tank treads 
bring fond tears of remembrance to your 
eyes? Is nothing more pleasant than the 
acrid sting of dust rising into your nos¬ 
trils? If so, then you are probably ripe to 
jump into a turret and roll across North 
Africa (or any other armored battlefield 
from 1918 until the present) with War 
game Construction Set II: Tanks! 

SSI’s latest war game is reminiscent of 
their early classic Kamfgruppe, largely 
because game play does not get mired 
down in the mud of complex and overlap¬ 
ping rules. In fact, it is almost a click and 
play war game, which is a rare find 
indeed. Tanks extends far beyond 
Kamfgruppe (as it should) in scope and 
flexibility, however. 

Tanks comes with over 20 pre-generat- 
ed historical scenarios that span 12 major 
time periods. As one might expect, the 
focus of each is mechanized warfare. 
Airpower, with the exception of attack 



helicopters in the more modern scenarios, 
is an automatic function governed by the 
computer at the start of each turn. Which¬ 
ever side is awarded air superiority may 
conduct between zero and six airstrikes 
each turn. The player cannot specify the 
composition or targets for these strikes. 

In addition to playing each scenario as a 
stand-alone encounter, players can use any 
one of these individual engagements as 
jumping off points for a campaign in that 
era. It works like this: the computer will 
assign a required victory point total for the 
campaign that is based on the level of 
difficulty chosen. Points are awarded to 

Bectponic Games 


either side for capturing objectives and 
destroying enemy units. At the end of a 
given scenario (which is reached when 
one side is completely destroyed or the 
time limit expires), the victory points are 
calculated for both sides. If one side has 
reached the required level, regardless of 
whether they won the current battle or not, 
they receive the victory. If neither side has 
reached the requisite total, the program 
uses its own scenario builder to generate a 
new engagement almost instantaneously. 

In a nutshell. Tanks is a very sophisti¬ 
cated version of Capture the Flag. In order 
to win, the player must control as many 
objective (flag) hexes as possible, while 
limiting friendly losses and inflicting max¬ 
imum losses on the enemy. Each scenario 
has its own specific victory conditions 
based on the location, number, and values 
of objective hexes, which will also differ 
depending on whether the type of 
encounter is an assault, defense of a static 
position or a meeting engagement. The 
program determines this unless players 
generate their own scenario manually. 

The Editor Menu, which gives players 
complete control over creation or modifi¬ 
cation of scenarios, is the most impressive 
feature of the game. It is the same tool 
used to design the standard scenarios that 
come with the game, and its unprecedent¬ 
ed level of flexibility allows players to 
design some truly “memorable” engage¬ 
ments. The only limit is imagination. 

Each piece of equipment in the game 
has a value that depends upon its combat 
and movement characteristics. Victory 
points for lost equipment are scaled so 
that the weaker force will be awarded 
more points than the stronger force for 
killing enemy equipment. Weakness seems 
to be determined purely on a quantitative, 
rather than qualitative basis. 

For example, in the Gulf War engage¬ 
ments, American Forces are generally 
given the inferiority bonus. Granted, there 
may be a lot more Iraqi units in the order 
of battle, but each of them is relatively 
easy to defeat on a unit by unit basis. As 
long as the American player does not 


allow the Iraqi to mass forces and concen¬ 
trate their firepower, quick victory is 
almost preordained. Some players may 
argue that this situation accurately reflects 
reality but, when you consider that each 
casualty the Iraqis inflicted was much 
more politically significant, a better 
method would have been to bias casualty 
bonuses in their favor. 

Game play proceeds in turns, combat 
resolution in pulses. On any given turn, 
both players are given the option of issu¬ 
ing orders to most or all of their units. 
Prior to the issuance of orders, the pro¬ 
gram automatically resolves reinforce¬ 
ment, resupply, intelligence gathering and 
the merging of under-strength units locat¬ 
ed in the same stack. 



When issuing movement orders, players 
can also specify whether the moving units 
should hold their fire or can return fire 
automatically when enemy units are 
encountered. The distinction is significant. 
Units with auto-fire enabled may stop well 
short of their planned objectives and 
expend the remainder of their movement 
allocation firing at the specific enemy that 
engaged them. As a rule, it is generally 
better to order all the units to hold fire 
while moving. 

Tanks can be played at three levels of 
difficulty, but only the most advanced 
setting will prove a worthy opponent for 
most players. As always, finding a decent 
human opponent makes the game much 
more enjoyable over the long run. 
Unfortunately, modem play is not included 
as an option. 

Tanks is a good beer & pretzels war 
game in the vein of Perfect General. It 
isn’t worth writing home about, but it does 
bring you back time and again. B- 
(Ed Dille 
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SimCity Meets Lemmings in The Middle Ages 


Good strategy games walk the fine line 
between difficulty and playability very 
carefully. There have been very intuitive 
interfaces for games that seem impossible 
to win as well as simple games where you 
can’t figure out how to work the controls. 
Serf City is neither of these. It is, in fact, 
a rather challenging, but fair, game with a 
basic interface that’s easy to learn. 

The challenge comes in managing all 
the events in the game world intelligently. 
Players have to act as both businessmen 
and conquerors in this strategy game 
where they go from having next to noth¬ 
ing to taking over a city (serfdom) of 
another player (the computer or another 
person). 


Serf City is like a combination of 
Lemmings and SimCity in format. The 
player controls serfs with a variety of dif¬ 
ferent skills as they build a thriving serf¬ 
dom that can withstand attacks from other 
serfdoms and ultimately destroy the oppo¬ 
sition through a strong army. The game is 
also a race against time because the other 
serfdoms develop at the same rate as the 
player (or faster). There is a progression 
of steps that serfdoms must go through 
before battles are possible. The best play¬ 
ers will be able to reach this point quickly. 

However, this does not mean that they 
will become bored with Serf City. A 
number of world sizes and random world 
generation ensure that no two games play 
the same. Still, there are a series of estab¬ 
lished missions for those who want to 
compare their skills with a friend. 


The training games and Demo Mode 
are where all players should begin their 
journey. Watch the computer-controlled 
serfdoms in the Demo Mode to get a han¬ 
dle on how the skilled serfs go about their 
business. The training games take players 
through the development of a serfdom and 
its various construction phases. After 
someone plays these games, they should 
be able to tackle a real game. 

At the start of any game, all the player 
has is a castle and a small number of serfs. 
Some of these serfs already have jobs and 
are just waiting to be activated. However, 
serfs only perform their duties when there 
are opportunities for them to work. If a 
player builds a guard house, there is sure 
to be a guard in the build¬ 
ing. Serfs have such var¬ 
ied duties as fisherman, 
miller, blacksmith, lum¬ 
berjack, transporter, and 
construction worker. As 
players lay down roads or 
construct buildings, the 
appropriate serfs come to 
life and do their job. 

Serf City’s interface 
consists of a scrollable 
view screen that depicts 
part of the game world 
and a few command icons 
at the bottom of the 
screen. These command 
icons access construction, 
statistics, and other game functions. 

Games have a natural progress. In order 
to attack another serfdom, a player needs 
weapons and knights. In order to make 
weapons, there must be raw materials. 

Raw materials come from mines and 
foundries, whose workers have to be fed 
by butchers, fishermen, and fanners. 
Players must work up from the construc¬ 
tion of farms and roads, and build up their 
supplies and treasury before they can even 
hope to design a simple weapon. Statistics 
and charts reveal exactly how well a play¬ 
er progresses. 

If the supplies, intelligence level or 
growth rate drop, a serfdom could be in 
trouble. If a player builds faster than he 
produces the wood and granite necessary 
for this construction, the situation is even 
worse. The game designers smartly 


considered this problem and when neces¬ 
sary, assign an emergency supply of wood 
and granite so that a player can construct a 
lumberjack’s hut, sawmill, and quarry- 
man’s hut. The chances of winning are 
pretty slim at this point, but it is possible. 
Serf City is a game of balance. Some 
people will become frustrated that they 
don’t have enough supplies, but they will 
certainly know better the next time how to 
handle this situation. 

Serf City is replayable because of the 
many ways people may play and because 
of the random factors. Some may build on 
tracts of land spread out all around the 
castle, while others might instead bring 
the buildings closer together. The terrain, 
water supply, and underground deposits 
determine the best placement for each 
type of building. It is especially important 
to keep a close eye on the charts later in 
the game because one move can modify 
the future of a serfdom dramatically. Like 
most simulation games, players can con¬ 
trol all the events in Serf City, but they 
must carefully balance their actions so that 
both the immediate and future changes 
benefit the serfdom. 

Serf City supports both high-resolution 
Super VGA graphics and standard VGA 
Mode. Although the high-res graphics are 
very realistic and nice to watch in Demo 
Mode, they also limit the amount of the 
world that’s viewable in the game win¬ 
dow. The serfs themselves are fun to 
watch and have all kinds of goofy anima¬ 
tions that add humor to the challenging 
strategy. Still, they perform their jobs 
much like their real-world counterparts, so 
the game’s world is as realistic as it is 
humorous. The sound effects bring to 
mind construction sites, farms, and 
bustling suburban communities. They per¬ 
fectly complement the on-screen events. 

Multiplayer games are another way 
people can revisit the game worlds, but 
with a maximum of 32,000 possible serfs 
in the largest game world, there should be 
enough meat for solo players. 

The random elements, icon-based inter¬ 
face and simulation angle keeps Serf City 
exciting and fresh while the players are 
busy. The game is a step back in time to a 
medieval era when lords did rule over 
serfs and battles between rulers happened 
every day. B (Russ Ceccola) 
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Four hostages are being held at the American Embassy in London's West 
End. You are in control of the smallest and most secretive fighting unit in the 
British Army - The Sabre Team. It is your duty to infiltrate the embassy, res¬ 
cue the hostages, and treat the terrorists with extreme prejudice. Complete 
this mission successfully, then proceed on to four more scenarios: rescue 
British prisoners from a jungle ROW camp, destroy a subversive under¬ 
ground nuclear installation, rescue a hijacked ocean liner, and destroy a hos¬ 
tile nuclear weapons center deep in the desert. 


T 5 challenging missions with 
multiple difficulty levels. 

T Detailed blue prints of each 
mission. 

T Beautifully crafted isometric 
game landscapes. 



Available for IBM™ Compatibles on 3.5" disk and CD-ROM 


T Digitized speech 


U.O.P., 

201 Bellevue Building, 
Newark, DE 19702 



I MicroLeague Interactive Software. © I 
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POKER 

Put on your best poker 
face for this one 


Power Poker is for folks who know 
when to hold ’em and when to fold ’em. 

Kinder, gentler poker simulations take 
newcomers by the hand and teach them 
the ropes. But Power Poker knows well 
that poker is no “girly man’s” game, and 
the program runs roughshod over players 
who wouldn’t know the difference 
between a full house and a straight if their 
lives depended on it. 

In fact, this Windows game comes so 
close to a real poker game, you’d swear 
those are billowing clouds of cigar smoke 
obscuring your monitor. Hey, who’s got 
the beer and pretzels? 

Electronic Arts calls Power Poker “the 
ultimate poker simulation,” and it’s tough 
to argue with that. John Scame, the gam¬ 
bling authority, is said to have identified 
117 variations of the game; Power Poker 
includes 108 of them—from the basic 
five-card draw to the popular anaconda 
and baseball, to the more obscure 


n iiosET POKER mnniRil 


Todd Ouzts, the man behind Power 
Poker, describes the 3 1/2 man-years 
he put into his “ultimate poker simula¬ 
tion” as “pure therapy.” 

“All day long I work on business 
software, and I wanted to build some¬ 
thing that could be popped open and 
played for fun just to kill time.” He 
says that now that he and his friends 
are in their early-30s and have families, 
it’s harder to get together for one of the 
poker nights he loves so much—so he 
developed Power Poker for solo play. 

Currently his Salt Lake City-based 
Scenario Software Co. is investigating 
a follow-up. 

“Maybe we’ll do a CD-ROM version 
with lots of video, faster play, network¬ 
ing, different table layouts with first- 
person perspective, and smarter AI.” 
He’s also considering toying with an 
Old West adventure game that revolves 
around poker. 

His advice to Power Poker players? 
Watch for Easter eggs. When you get a 
royal flush, for example, you hear the 
distinctive sound of a toilet flushing. 



gruesome twosome, screwy louie, and the 
ever popular spit-in-the-ocean. 

Never heard of spit-in-the-ocean? A 
quick click on the Rules Sub-Menu will 
display how the game got its name, what 
poker family it belongs to, what other 
game it is based on, and what makes it 
unique or interesting. 

If none of the 108 games are particular¬ 
ly appealing at any given time, all are 
fully editable with enough options to 
practically design a new game. 

There’s nothing to learning how to 
customize Power Poker. Click on “open” 
to select a game variation, and then on 
“rules” to become acquainted with both 
the house and the game rules. Not happy 
with the house rules? Change ’em! 


Just as no poker game is played in 
silence. Power Poker is enhanced with 
the sounds of cards shuffling and chips 
clicking, and the digitized voice of the 
dealer. 

While Power Poker stands heads above 
most other poker programs, it does have 
its downside. Its 
Windows platform makes 
it easy to call up in a 
flash for a few quick 
hands, but its window 
can’t be sized and is 
annoyingly tiny. The 
chips, for example, are 
microscopic and blend in 
with the tabletop color 
(the only thing that can’t 
be customized) so they 
are particularly difficult 

While the earlier Mac 
version allowed 10 play¬ 
ers to lose their money at 
the same time on a net¬ 
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The Menu Bar displays an incredible 
array of choices. Will there be an ante 
before the deal and, if so, how much? 
What procedures will the dealer use when 
dealing? Will jokers be included? How 
about wild cards, action cards, and power 
cards? What are the opening requirements 
to bet? Which hands are playable and 
which are winning hands? 

It's enough to boggle the mind of Bret 
Maverick himself. 

Power Poker will even do its best to 
turn so-so players into real card sharks. 

Not sure how good a hand is? A Hand 
Analysis Option displays a hand’s histori¬ 
cal chance of beating all the others. Then, 
when it’s time to draw, roll, pass, or dis¬ 
card, Power Poker can recommend which 
cards to discard. A “what-if analysis” cal¬ 
culates chances of improving the hand by 
replacing the selected cards before they 
are actually discarded. 

To make Power Poker really come 
alive, a video option turns on video clips 
of real poker players who react and com¬ 
ment on the game. It adds to the fun but 
requires an SVGA card with 256 colors. 

On the other hand, gamblers who settle for 
non-animated opponents will be treated to 
zippier game play. 


work, the PC version is for solo play— 
one human against up to five computer 
opponents. 

Power Poker does include a glossary in 
its manual for novices who don't know, 
say, that a “big dog” is a hand with an 


ace-high and nine-low but with no pairs. 
But there’s no easy, back-up for which 
hands beat what, an obvious aid for those 
who aren’t sure whether three-of-a-kind 
wins or loses to two pair. 

Power Poker will be most appreciated 
by die-hard card players who can only 
manage to get the guys (or girls) together 
on Tuesday night—and don’t want to wait 
a whole week to lose their shirts. B+ 

(Paul Hyman) 
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'Real-time game play 

•Historically accurate 
scenarios 


•SVGA Graphics 

•Over 80 different 
unit types 

•Intense Sound Effects 


C)ommr"ixd tine Allied or Axis 
powers as yoix reconstruct 12 
pwotal l>attles of WWII. 


© 1994 New World Computing, Inc. Iron Cross is o trademark al 
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Available at your local software retailer or order direct from New World 
Computing at 1-800-325-8898 (818-889-6070 outside the US), 
or by mail: PO BOX 4302 Hollywood, CA 90078-4302. 








So your last family outing to Twelve 
Flags Over Sheboygan was less than 
memorable? The lines were endless, the 
concessions ran out of food, and the giant 
coaster screeched to a halt leaving you 
stranded atop that last peak just as the 
thunder clouds rolled in? 

Bad, was it? Now try to imagine what it 
was like for the poor guy running the 
place. 

That’s the nightmare players encounter 
in Theme Park, an intricately designed 
simulation that challenges would-be 
amusement park owners to entertain thou¬ 
sands of visitors while trying to keep their 
own sanity. 

The goal seems simple: build a resort 
that is not only the hottest ticket in town, 
but also a winner on the stock exchange. 
How hard can that be? 



Players who recall Lucille Ball scurry¬ 
ing to decorate cakes before they fell off a 
conveyor belt will soon learn the meaning 
of panic. The mind boggles at how many 
details are involved in building and main¬ 
taining a theme park. 

The first decision is where to locate it— 
there needs to be lots of customers nearby, 
but the more dense the population, the 
more expensive the land. More developed 
economies tend to have higher inflation, 
interest, and land tax rates. What about the 
climate? The terrain? Are there competing 
theme parks around and how well are they 
doing? Do their owners hold any vendet¬ 
tas against you? 

There’s lots of preliminary work to be 
done. Rides need to be carefully selected 
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MRK 

Looking down the business 
end of your favorite park 


based on their cost, excitement value, 
reliability, and capacity. Stores must be 
built and stocked. Paths, trees, lamp posts, 
hedges, and even outhouses have to be 
set in place. 

Then players must determine which 
employees to hire—entertainers, handy¬ 
men, mechanics, and guards—without 

busting the payroll. Want 
to save money by hiring 
one less mechanic? Better 
beware the next time the 
merry-go-round goes up 
in smoke. Feel like doing 
without the costumed 
characters, like Squid 
Man and Chicken Man? 
The customers won’t 
appreciate it when the 
■■ rains come and there’s 
. no one to hand out 

.umbrellas. Don’t want to 

sign on any guards? 
What’s going to happen 
when thugs start kicking 
the entertainers? 

How high should ticket prices be? Food 
prices? Salaries? If wages are too low, the 
unions may insist on some tough negotia¬ 
tions that could leave the park 
penniless. 

Done with the decisions? Get real! 

There are many more to be made when 
the entrance gates are thrown open and it’s 
time to rake in the profits. Customers 
wandering around too slowly? Time to 
boost the caffeine level at the coffee shop. 
No one’s buying drinks? Better spike the 
fries with more salt. Not enough food 
stands? Don’t place the new ones too 
close to the rides; if one customer loses 
his lunch it could start a whole chain 
reaction. 

Now that's called getting down to 
the real nitty-gritty of amusement park 
management! 

While Theme Park offers three diffi¬ 
culty levels, even the “sandbox” level can 
overwhelm beginners. Only gamers 
named Disney should even attempt the 
“full” level where they must research 
additional facilities, answer to the banks, 
and contend with rival operators who will 
do their best to put you out of business. 


At the end of each financial year, play¬ 
ers receive a statement rating their perfor¬ 
mance against 40 rivals in six categories: 
richest park owner, most exciting park, 
most amenities, cost satisfaction, biggest 
park, and most pleasant park. The only 
way to win is to become numero uno in 
all six categories. 

If there’s a downside to Theme Park, 
it’s that its mouse interface is not as 
smooth as it should be—setting up 



pathways and rides can be aggravating. 

But that’s minor compared to the fun of 
spending endless hours tinkering with 
every aspect of Theme Park. This is a 
package as big as its namesake—its 
21-MB size is crammed with an impres¬ 
sive animated introduction, a helpful tuto¬ 
rial for beginners, and enough play value 
to keep the game going seemingly forever. 
No need to shut down just because you’re 
a success; move on to another site and 
then another, and build a Theme Park 
empire. 

Watch out. Twelve Flags Over 
Sheboygan; here comes Theme Park. 

R (Paul Hyman) 


Alex Trowers of the Theme Park 
design team offers these undocument¬ 
ed hints for running a successful 
Theme Park: 

• Be aware of customers’ moods by 
watching the thought bubbles over 
their heads. If several people get hun¬ 
gry in the same area, build a conces¬ 
sion nearby. 

• Nobody likes a messy park. Food 
shops create litter and, if there’s too 
much litter, customers will stay away. 
Have sufficient handymen to clean up. 

• Left alone, mechanics will sit and 
eat sandwiches. Keep an eye on them 
and be ready to route them toward 
rides that show signs of blowing up. 

• Never leave the park unattended; 
there is always something to do. 
Remember that awards go to parks 
that are run smoothly, and awards not 
only improve your reputation but put 
cash in your bank account. 
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FLV THE BE»! 



THE BEST GHME 
COBTBOLLEBS 
FBRVBBR 
SVSTEM 


CH Products offers gamers quality 
joysticks, flight yokes, gamecards. and 
trackballs for all games and simula¬ 
tions. We’ve taken our line of IBM 

peripherals and expanded into 

Macintosh and 300." From advanced 
computer pitots and auto racers to 
those just taking off. 

CH Products has the 

right controller for you. 
all Made-in-the U.S.A. 


% 


CH Products lets you fly higher, move 



CH Products / 970 Park Center Drive / Vista, CA 92083 
Phone: 619.598.2518 Fax: 619.598.2524 
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The fallouiing [hart details the 
thoughts and opinians of seueral 
different B editors nn same of the 
latest softuiare. In the future uje 
mill feature guest 
reuiemers from 

launtry. 


Al Qadim 

B 

B- B+ 

B 

Alone in the Dark II 

A 

A A+ 


Arena EMer Scrolls 

B 

B A- 

A 

Astro Chase 3-0 

A 

B+ A 


Cnm. Aihr,: Starship 

B- 

B- B 

B 

Doom 

A- 

A A+ 

A+ 

Emphe Soccer ‘94 

C 

C B- 

C 

Formula Dne 

B- 

C C+ 

B 

Front Page FB Pro 

A 

A A 

A 

Deekwail Dames 

A+ 

A- B+ 

B 

Benghis Kahn II 

B 

A A 


Global Domination 

B 

B A 

B 

Bnhiins Quest III 

B+ 

B+ B 

A+ 

Harpoon II 

A- 

B+ B+ 


Heirs to the Throne 

C 

C 

C+ 

Hiretl Bun 

C 

C- - 

B 

Inily Gar Racer 

A 

B+ B+ 

B+ 

Kingmaker 

B- 

B- - 


Lands of lore 

A- 

A B+ 

A 

Leisure Suit Larry 6 


A- B 

B+ 

Metal and lace 

C* 

D D 

C+ 

Microsoft Arcade 

A 

A A 

A 

Mortal Kombat 

B 

B+ C- 

B+ 

Nigel Mansell's 

B- 

C C+ 


Pacific Strike 

A- 

B A- 

C+ 

Ultima VIII; Pagan 

A- 

B B+ 

A- 

Pea Shootin'Pete_ 

B+ 

B- B 

B+ 

Quarter Pole 

c+ 

C C 


Ravenloft 

B- 

A- C+ 

B+ 

Return to Zork 

A 

A A- 

A 

Sam and Max 


A+ B+ 

A 

Shadow of Iberhius 

B- 

C C 

A+ 

SimCity BOBO 

A 

A+ A 

A+ 

SpmrterVR 

B 

B+ B- 

B+ 

StarTtek: judgmmiRitBi 

B+ 

B B 

B+ 

Terminator Rampage 

A- 

A- B+ 

B 

TFX: Tactical Hghter 

B- 

c+ c+ 

A 

Ultimate Uomain 

B+ 

B+ B+ 

B 

X-Com; UFO Defense 

A- 

A 

A+ 



Test VDur knauiledge dI geagraphy or just 
luntEntrolE on thE puzilEs uiith Zip Znp map. 


Planet Saner (By Infogrames for PC) 
While the video game world certainly 
doesn’t need another soccer simulation 
(three kazillion are, perhaps, sufficient), 
there are actually very few European-style 
futbol sims in the computer universe. 



Despite the title, which seems to 
suggest that the game will be the Soccer 
version of Cyberbowl or Baseball 2020, 
Planet Soccer is actually a very well- 
produced, straightforward soccer game, 
with great animations, and solid rotation 
SEX. Also, having been produced by 
Euro-peans, it’s incredibly faithful. B+ 
(Bill Kunkel) 

DoublE lalh (By Boyle & Elggren for PC) 
Double Talk is a cute computer word 
game in which players click on squares, 
which produce split-screen text clues to 
which there is a single answer. (Example: 
if the two clues are “Ghost Talk" and 
“Alcoholic’s Master.” then the word is 
“Booze.”) Entering the correct answer 
removes that square from the board 
which, itself, contains yet another double¬ 
pronged puzzle. 

There’s no special sense that a comput¬ 
er makes Double Talk any more or less 
entertaining than a non-electronic ver¬ 
sion—the graphics are minimal, for exam¬ 
ple, though there are sound effects—but 
it’s entertaining and original, so why com¬ 
plain? B (Laurie Yates) 

Liuhs Pra mauntash (by Access for 
Macintosh) The classic golf simulation 



series for 386-or-better MS-DOS PCs has 
been translated to the 256-color Macintosh 
screen intact. Starting with the Harbour 


Town Golf Links, the courses are repro¬ 
duced in exacting detail, as is readily seen 
as each scene builds on screen. Impatient 
compu-golfers will want the full recom¬ 
mended 8-Megs of memory to speed up 
this process; players with a Power Mac 
will avoid the distraction entirely. The 
complex interface appears intimidating, 
with many details to the setup. The game’s 
capabilities are wide-ranging—there’s 
even a speech-recognition module which 
allows club selection by voice. Once past 
the preparations, however, the game’s a 
satisfying re-creation of nine or 18 holes 
on the real links, without all the walking. 
B+ (Ross Chamberlain) 

Bahlasaa's Bequiem (By Silmarils for 
PC) A “survival/adventure” simulation 
from French designer Andre Rocques 
inspired by the adventures of Daniel 
Defoe’s Robinson Crusoe. 

The player is stuck on an alien planet 
with over three square miles of predators. 



prey, and NPCs. 

This is not a bad idea, the execution is 
acceptable, and there are some interesting 
and highly detailed survivalist features, 
but Robinson’s Requiem seems extreme¬ 
ly dated. It’s an icon-driven adventure that 
looks and plays like a two-year-old game, 
and in this business, two years is a 
loooong time. I (Bill Kunkel) 

Zip Zap map (By National Geographic for 
PC) This is an occasionally bizarre combi¬ 
nation of Tetris and the old children’s 
board game. Go to the Head of the Class. 

State shapes and icons fall onto blank, 
regional map forms of the United States, 
and the player must correctly position 
them. States, large cities, mountain ranges, 
rivers, and other geographical data drops 
onto the screen in a variety of randomized 
formations, so the player must be quick 
with both their hands and their wits. 

The graphics are pretty primitive (and 
you’ll swear that it’s the infamous “Butt- 
head” who announces “Yesss!” when a 
player correctly positions a data entry), 
but this is a challenging game design 
disguised in a very simple package. B- 
(Laurie Yates) 
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GAME REVIEW 

and CD-ROM Entertainment 

THE ONLY SOURCE FOR COMPUTER 
AND CD-ROM CAMINC! 


SPECIAl 

OFFER!!! 

12 ISSUES FOR 
ONIY $23.95! 



Check out COMPUTER 
GAME REVIEW, the 

leading magazine for com¬ 
puter and CD-ROM gaming! 
No matter what computer or 
CD-ROM system you own, 
CGR covers it all in full 
color from beginning to 
end! 

COMPUTER GAME 
REVIEW gives you the 
latest news and information 
on the best role-playing, 
strategy, sports, simulation 
and action software avail¬ 
able. Each issue is packed 
with previews, multi-person 
reviews, inside information, 
maps and strategies! You 
get it all! 



What makes CGR different? 


Honest reviews from three 
experienced gamers who 
tell it like it is! 


Previews of the newest 
titles from around the 
country and around the 
world! 


Game maps that show you 
the entire game at a 
glance! 


Plus tips, strategies and 
much, much MORE! 



COMPUTER CAME REVIEW! 

Please send me 12 issues for the low price of JUST $23.95 ■ 
a savings of OVER 50% off the newsstand price! 

Send payment to: Computer Game Review, PO Box 1462, Lombard, IL 60148-9621 
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State_Zip_ 

_Payment Enclosed _Bill Me 
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Please allow 6-8 weeks tor your first issue to arrive. Enclose U.$. Funds Only. All foreign 
orders must be prepaid. Canado & Mexico add $6.00 per year. Foreign $89.95 per year. HEGKO 
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Home today, but in the arcades tomorrow 


Ancient riddle, Grasshopper: when is 
Street Fighter simply not sexy enough 
any more? At what point does Mortal 
Monday become Mortal Mundane? 
Answer: when a very Naughty Dog struts 
across your path. Naughty Dog’s Way of 
the Warrior will soon be the way of the 
world, and a seller of 3DO units as well. 
Why? Because Way of the Warrior is 
simply the most raucous, vicious, in-your- 
face fighting game to grace any screen, 
inside or outside the arcade. It’s a good 
thing this one doesn’t take quarters, 
because it could generate its own crime 
wave among addicts. 

Way of the Warrior is the first fighting 
game to exploit the superior graphics and 
animation features of the 3DO platform 
and, quite frankly, 3DO would have done 
a lot better up until now if it had had a 
game of this quality in the initial offering. 
Many of the individual features in the 
game are bigger than an entire 16-Bit car¬ 
tridge game itself Each of the characters 



in the game are over 5-Megabytes, not 
megabits, well beyond the size of a 
Nintendo or Sega cartridge. Way of the 
Warrior incorporates 60-Megabytes of 
sound effects alone, equal to approximate¬ 
ly 30 16-Bit cartridges, as well as five 
minutes worth of digitized full-motion 
video (the aggregate total of all the stan¬ 
dard and special moves, not just cut 
sequences). 

Each character in the game has a dis¬ 
tinct personality and fighting style. Unlike 
many other fighting games that limit char¬ 
acters to three to five individual moves 


and a few special attacks, Way of the 
Warrior giyes each character between 50 
and 60 regular moves as well as his or her 
own repertoire of 15 to 30 special combi¬ 
nations. The latter include dramatic 
throws, killer grabs, spinning/leaping 
moves, projectile attacks, back-breaking 
knee drops, and superhuman kicks. 

Also unlike the characters in other 
games, these warriors are different sizes 
and shapes as well. Several warriors can 
also transform themselves during combat 
via hidden moves that generate strength or 
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agility, adding yet another strategic ele¬ 
ment to the already challenging game 
play. 

Champions in their style of fighting, the 
warriors include: the Dragon, a Chinese 
martial artist; Major Gaines, the most 
expensive assassin in the world; the Ninja, 
an unknown but deadly Japanese oppo¬ 
nent; Crimson Glory, a classic American 
tomboy who is always up for a bar brawl; 
Nobunaga, a superhuman Japanese Kendo 
fighter; Nikki Chan, an acrobatic kung fu 
master with a curse from the gods she 
must fight to reverse; Konotori, an 
American raised in Japan seeking revenge 
on the killer of his adopted father; Shaky 
Jake, a wild man from the Australian out¬ 
back; and Fox, a street-smart bodyguard 
to the rich and powerful. 

Set in a Citadel high atop the 
JJimalayas, the tournament that is the 
foundation of Way of the Warrior deter¬ 
mines who will fill the final page in the 
ancient “Book of Fighting.” The Book, 
kept by the Kthundra monks who 
descended from the great mythical drag¬ 
ons of lore, chronicles the greatest war¬ 
riors through the ages. This century’s 
victor wins the honor of adding his or her 


name in blood to complete the Book and 
finally tip the scales in favor of good or 
evil for the remainder of eternity. 

The battles take place in a number of 
exotic settings in and around the Temple. 
In addition to the main temple arena, 
which will surely remind some players of 
the setting from Bruce Lee’s famous epic. 
Enter the Dragon, there is the Bridge, the 
Lava Pit, the Roof, the Dojo, The Cliffs, 
Abbot’s Choice, The Graveyard and The 
Throne Room. All of the fighting arenas 
are 3-D modeled with fully parallaxing 


backgrounds and automatic camera zoom¬ 
ing that keeps the action center stage. 

While fighting, the player can also pick 
up a number of bonus items and special 
power-ups, the appearance of which are 
tied to performance on the field of honor. 
These power-ups include No Damage, 
which gives a brief period of invulnerabil¬ 
ity (use it wisely); Skull Bonus, which 
awards varying fatality points from 10 to 


100 percent; Invisibility, also for a short 
duration; Mega Blows, which makes each 
hit two to three times more powerful; 

Bone Breaking, which adds strength to 
your power bar; and Combo, which is the 
only way to perform certain special moves 
(think of it as an adrenaline rush). 

Way of the Warrior can be played in 
either solitaire Tournament Mode against 
the AI (which is a very wicked opponent, 
no matter how calloused or seasoned the 
player), or Versus Mode, in which two 
players go head-to-head for three rounds 
to determine a victor. The 
best thing about the “two 
out of three falls” 
approach is that the pro¬ 
gram also features one of 
the most helpful handi¬ 
capping systems ever 
designed to equalize play 
among opponents of 
varying skill levels. The 
bias can be set to equal, 
light, medium or heavy in 
either direction. With 
seven handicap settings, 
it’s hard to imagine a sit¬ 
uation where any two 
players could not find a 
balance that is challeng¬ 
ing to both. 

Way of the Warrior is a monumental 
achievement in mega-violence, and is also 
one of the most viscerally exciting games 
of the year. The Moral Minority may 
claim that this Naughty Dog is barking up 
the wrong tree, but action gamers every¬ 
where are bound to go out on a limb with 
them over Way of the Warrior. 11+ 
(EdDille) 



WHO IS THIS DOC & WHV IS HE HHUCHIV? 


James Rubin and Andrew Gavin have 
; been designing video games since they 
met in Washington, D.C., at the young 
age of 13. At the ripe old age of 15, they 
; produced their first commercial game, 
Ski Crazed by Baudville for the Apple 
n computer system. This successful 
endeavor lead the friends to create 
DreamZone, also for Baudville, and 
brought them to the attention of the cre¬ 
ative team at Electronic Arts. While 
designing for EA, the young developers 
created the games Keef the Thief for 
; the PC, and Rings of Power for the 
Sega Genesis system. 

Currently living in the Boston area. 
Gavin, 24, completed his master’s 
degree in artificial intelligence from 
Massachusetts Institute of Technology, 
while Rubin, 24, holds a bachelor’s 
degree in economics from the University 


of Michigan. With the completion of 
Way of the Warrior, their first game 
for play on the 3DO Interactive 
Multiplayer System, Gavin and Rubin 
plan to move Naughty Dog, Inc., to the 
Universal Interactive Studio offices at 
Universal City, California. 

The not ftir PrimE-TiniE 
PlovErs CuidE 

Way of the Warrior features some of 
the most spectacular and sadistically 
lethal fighting moves to splatter a game 
screen. Some of the highlights include: 

Ninja: Disappears into the ground and 
reappears on the opposite side, fires 
lightning bolts that can fry opponents 
into a column of ash, decapitates, or 
eviscerates dazed enemies with a 
wakasashi, taunting them with “you 
have no guts.” 


Nobunaga: Throws stars that rip hunks 
of meat out of the enemy. Jumps to head 
level and slices downward with a katana 
amidst plenty of blood spray. Cuts 
defeated enemies in half. 

Konotori: Throws razor tipped fans 
and uses same to fly like a helicopter. 
Fatality move is used to decapitate the 
opponent with a fan, punctuated by pro¬ 
fuse arterial blood gouts. 

Crimson Glory: Throws beer bottles. 
Picks up opponents for rapid face 
punches complete with blood and bone 
fragments flying. Her fatality attack is to 
hit enemies so hard their heads explode. 
Nikki Chan: Uses her hair like a whip. 
Her ultimate attack is to blow you the 
kiss of death, which literally knocks the 
opposing character off the screen. 
Dragon: Devastating fire attack that 
immolates the opposing character. 
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An adventure big enough for Ringiniorld enplorers 


Ringworld: Revenge of the Patriarch 
was Tsunami’s first adventure game. It 
introduced the company’s simplified inter¬ 
face and a world that suggested further 
exploration—Larry Niven’s Known 
Space, which he wrote about in Ringworld 
and other books. 

The main problem with Ringworld was 
not the interface, story, or graphics and 
music. They were all fine. There just 
wasn’t enough meat in the game. Too 
many things happened automatically in 
cinematic scenes instead 
of involving the player, 
and there was not a lot to 
do overall. A typical play¬ 
er could finish the adven¬ 
ture in a few hours. 

Return to Ringworld 
solves all of those 
problems, upgrades the 
graphics and effects, and 
presents a brand new 
story that exploits the 
capabilities of CD-ROM 
technology. 

Return to Ringworld 
continues the story of the 
characters in the first 
game, but those players 
who missed it won’t have trouble catching 
up because Tsunami included a compre¬ 
hensive summary in the manual. Return 
to Ringworld immediately follows the 
events of the original game. 

In the 29th century, Quinn McQuarry (a 
male human), Miranda Rees (a female 
human), and Seeker of Vengeance (a male 



kzin—a catlike race) have blown up the 
Kzinti Patriarch’s ship/weapon called the 
Destroyer. They have also stolen a special 
advanced drive system from the Puppet¬ 
eers, a paranoid race. The player must 


guide these three fugitives to safety and 
ultimately discover the secrets of 
Ringworld itself. The United Nations’ 
Amalgamated Regional Militia (ARM) are 
hot on the trio’s trail during the game to 
keep things interesting. 

Adventure game veterans and novices 
alike can play Return to Ringworld as 
soon as the first scene appears. The only 
thing they need to remember is that the 
right mouse button brings up the com¬ 
mand icon window and the left mouse 


button activates these commands. 

The Main Game Screen is a typical 
graphic adventure side-view of each 
scene. A row of inventory items below the 
Game Screen are those of the character 
under direct player control. The com¬ 
mands are very basic: walk (default), look, 
use, talk, and switch characters. A 
Tsunami logo icon accesses game func¬ 
tions: save game, load game, and change 
audio device.Click on a command and on 
an object, location, or character on the 
game screen to execute that command. 

Return to Ringworld is unique 
because players can control all three main 
characters at once. Sometimes it is advan¬ 
tageous to split up the trio and direct them 
in different locations. Other times it makes 
no difference to the plot at all. Players 
have to experiment to maximize the use¬ 
fulness of this game feature. 

Return to Ringworld has some partic¬ 
ularly tricky puzzles, but the majority are 
fair and straightforward. The neater sec¬ 
tions of the game require the player to 



learn how to control alien devices. 
Physical puzzles like these give an imme¬ 
diate reward and satisfaction to the player 
that solves them. 

The game’s puzzles and devices are 
important to the game play, but the story 
and its dramatization through clever 
animation and recorded voices define a 
much better experience than “silent” 



games. Voices help to further enhance an 
already interesting game, while the music 
and sound effects set the tone for the 
exciting adventure. 

Designer Ken Allen used the Ringworld 
stories and locations as sources for a cap¬ 
tivating .science-fiction game with some 
surprises and challenging game play. 
Return to Ringworld is a much more 
tense and serious game than its predeces¬ 
sor with many more characters and loca¬ 
tions to define through audio. Rendered 
graphics light up the screen with their 
detail, but some of the character anima¬ 
tions are choppy and downright cheesy. 
The variety of worlds, devices, and char¬ 
acters challenged the artists to u.se an 
assortment of views and techniques as 
well as a lot of creativity. Their work 
complements the audio effects, speech, 
and plot nicely. 

Return to Ringworld is a welcome 
return as far as the trend of sequels are 
concerned. There are more puzzles, loca¬ 
tions ,and plot twists than the original 
game. The ability to switch characters also 
expands the possibilities for investigation 
and lends a personal approach to the plot. 
The Ringworld books are a vast source of 
stories and inspiration for countless more 
games. Tsunami should explore Niven’s 
literary world as long as they continue to 
produce games as complete as Return to 
Ringworld. B+ (Russ Ceccola) 
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Human 

Step into a slightly mad, strangely intriguing world of art 



Once in a very long 
while a totally unique 
game comes along. 

Shoved between copies of 
the latest Doomed clone, 
slightly beside the infinite 
versions of Morbid 
Combat and just across 
the isle from the latest 
Super Sonic Brothers 
XXIIV side-scroller lurks 
a game that brings back 
faith that there are still 
developers in the world 
with an entirely different 
skew on life. If the game 
manages to be exciting 
without the appearance of a single gun— 
well! 

Millennium Auction is just such a 
game. While the premise seems slightly 
inane, the well thought out and detailed 
backstory fits it perfectly in place. Pretty 
as a picture, one might say. 

In the year 2006, an insane art collector 
named Derek Movigne burned three Van 
Goghs from his private collection during a 
press conference. He did it, apparently, 
just to prove he could. The public outcry 
was incredible. The world government 
acted immediately, declaring all art to be 
the common property of the human race. 
This infuriated private collectors. Many 
went underground with their collections. 

Finally, an uneasy truce was hammered 
out. Any art in public hands, that is in 
galleries or on display in publicly owned 
areas, was covered by the Treasures of 
Humanity Declaration, hence illegal to 
buy or sell. But art that was in private 
hands could remain there. 

An elite group of art traders sprung up. 
Under the auspices of the World Body 
Auction House, a few traders with impec¬ 
cable moral credentials are permitted to 
buy and sell some of the greatest works of 
art of the human race. 

The Bidders, as they are called, have 
achieved celebrity status: each auction is 
as much a public spectacle as a business 
transaction. The buying and selling of art 
has become the Super Bowl, World Cup, 
and World Series all rolled into one. 

This premise might be harder to swal¬ 
low if Eidolon software hadn’t gone to 


such great lengths to make an excellent 
presentation. Included on the two 
CD-ROMs making up the game is a histo¬ 
ry of the world, detailing the events lead¬ 
ing up to the World Body Art Auction 
with all the multimedia stops pulled out. 
News footage, both real and bogus, in 
full-motion, excellent sound effects with 
narration, and sparing use of well-imple¬ 
mented animation bring the universe of 
Millennium Auction to life for the player. 

The actual game is mainly a simple 
trading model. Works of art have an 
appraised value, which might prove to be 
much higher or lower than their actual 
worth. The player bids against computer 
opponents in three rounds of auctioning to 
attempt to amass the greatest total wealth. 

Between each round there is the oppor¬ 
tunity to access Artnet. Artnet is a com¬ 
puterized database allowing the bidder to 
view their portfolio and see ads from col¬ 
lectors looking to buy a specific work or 
works. 

Artnet is one of three basic locations in 
the game. The next is the Gallery. In the 
Gallery, players are able to gain valuable 
information that might help keep them 
from buying a work that is a forgery or is 
otherwise going to plummet in value. 
Much information comes in the form of 
newscasts sent over the TV located in the 
comer. Most of the bogus news is intense¬ 
ly funny including amusing anecdotes 
about the Clintons (Bill’s sax is one of the 
auction items) and other leaders. 

The final location is the bidding room, 
where the actual art buying takes place. 
The player and three computer-controlled 


opponents go head to head in bidding 
wars that are, oddly enough, very exciting. 
Art auctions are not particularly thought 
of as a thrilling environment, but after a 
plethora of guns and explosions, a taut 
little bidding war is a refreshing change 
of pace. 

Tone is the key in a game like this, and 
stunning, wireframe, fully-rendered graph¬ 
ics create artificial people and back¬ 
grounds so lifelike it is easy to get lost in 
the Millennium Auction world. Voice 
help, always just an icon click away, also 
lends to total immersion in the game. 

The only problems with Millennium 
Auction are the hassles endemic to the 
fledgling multimedia environment: heavy 
equipment is needed to even get into the 
auction house. Theoretically, the system 
will run on a medium 486 with 4-Meg of 
ram and any CD-ROM, but to get decent 
performance a minimum of a 486-66 and 
double speed CD-ROM are required. EG 
also had some driver conflicts trying to 
run this game on a tricked out Pentium 
testbed machine, so potential bidders 
should keep the tech support number 
handy when first installing Millennium 
Auction. 



But for those with good hardware, and a 
bit of technical patience. Millennium 
Auction provides hours of strangely stim¬ 
ulating fun. Laced with humor, tension, 
dynamite interfaces, crisp sound, and 
plenty of digitized pictures of great art, 
both real and fictitious. Eidolon provides a 
solid and entertaining game. More impor¬ 
tantly, it is original, something that can be 
said for a vanishingly small number of 
titles in the current wave of multimedioc¬ 
rity washing over the industry. Potential 
bidders should grab a copy of Millennium 
Auction before it is going ... going ... 
gone! B- (John P. Withers) 
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Mortal Kombat on Sega GD 
-too little, too late 


Mortal Kombat is one of the great 
success stories in video game history. A 
smash in the arcades. Acclaim performed 
a masterful job in overseeing its transla¬ 
tion to home video game and computer 
systems. It sold and it sold and it sold, and 
every time Acclaim runs a flight of ads, it 
sells some more. 

But perhaps there are some Sega own¬ 
ers out there who have not yet acquired 




their very own version of this classic fan¬ 
tasy fighting game. Perhaps they put off 
buying the cartridge edition of Mortal 
Kombat nearly a year so that they could 
revel in the full-tilt, over-the-top multime¬ 
dia splendor of the Sega CD version. 

Those people must feel pretty darned 
foolish right about now. 

But don’t feel bad, 
folks; even the gaming 
magazines were 
impressed after a first 
peek. Acclaim unveiled 
the superb home video 
game versions of Mortal 
Kombat on the Genesis, 

Game Gear, SNES, and 
Game Boy at SCES ‘93. 

The Sega CD version was 
also on display, to be 
developed by Probe 
(which had done the 
Genesis and Game Gear 
SKUs) in the U.K.. 

Somehow, though, in 
the ensuing year, the CD version regressed 
from what was on display at the Acclaim 
booth at SCES ‘93, to the point where the 
Genesis version is actually superior to this 
serious disappointment. 

First, let’s discuss the areas of signifi¬ 
cant difference between the Genesis and 
Sega CD editions. The Sega CD version 


opens with a haphazardly digitized replay 
of the “Mortal Kombat! Mortal Kombat!” 
promotional spots that can still be seen 
occasionally on pro wrestling and other 
such savory television venues. 

Then there’s blood. Oh, man, is there 
ever blood! Great gouts of the stuff are 


sent flying in all directions every time the 
most basic blow is landed. Blood spurts as 
if gamers are viewing a Hershell Gordon 
Lewis film retrospective, but none of the 
grue has any impact. The bloodbath is so 
overdone that the effect is far more comi¬ 
cal than disturbing; in retrospect, it’s 
unfortunate that this version wasn’t 














released first, since it might have short- 
circuited the entire long-lived game 
violence brouhaha. 

The real tragedy is that this project 
should never have come this far. From the 
very beginning, Acclaim acknowledged 
that Probe was having more headaches 
with the Sega CD version than it had with 
the Genesis and Game Gear editions com¬ 
bined. And when the developer and pub¬ 
lisher were barely able to get the CD ver¬ 
sion of the original into stores before the 
arrival of Acclaim’s Mortal Kombat II, it 
should have been scuttled then and there. 

The sound and graphics of MK CD are 
significantly worse than the SNES version 
as well. Sculptured Software gave that 
edition magnificent animations and perfect 
audio accompaniment (including a great 
gong effect whenever the player chooses 
Option or Tournament—a sound effect 
that is, incredibly, missing in this CD 
edition!). 

MK CD suffers from sloppy play 
control, and totally lacks the crispness 
required of a fighting game. Players used 
to earlier versions of this classic will find 
it takes some time to adjust to the altered 
feel of the CD game’s slippery controls. 

Of course, being Mortal Kombat, it 
comes with certain built-in deficiencies. 

It’s still not as good a fighting game as 
Street Fighter II. and the plot still defies 


logic—how, exactly, does a movie actor 
compete with magically-empowered aliens 
and reanimated corpses? But those com¬ 
plaints are small beer; nobody really quib¬ 
bled with the story line when MK was 
raking in tokens in coin-opville or break¬ 
ing sales records on home game systems 
last Christmas. But this Sega CD version 



is an affront, the kind of product that begs 
to have critics shine the flashlight of cyni¬ 
cism into its weak spots. 

The real question remains: why was it 
published? Economic necessity, perhaps? 
Acclaim only sold about six million MK 
cartridges, so maybe the money was 
required to help pay off Williams/Midway 
for the license. 

Or, it could well be that Acclaim had a 
commitment to Sega to publish this game 
in CD format. If so, Sega certainly wasn’t 


doing its CD owners any favors. With 
each passing month it becomes more and 
more obvious that this hardware may be 
black, but in its electronic heart, it’s a 
white elephant. Every time a CD edition 
of a game is released that offers no signif¬ 
icant improvement over the cartridge—or, 
worse yet, is actually inferior to it—con¬ 
sumers are being taken for marks. 

It won’t take long before a backlash 
begins against this sort of slapdash 
publishing. 

Of course, all the MK characters are 
here, they look right, possess all their 
moves, and they have also apparently con¬ 
tracted hemophilia. Except for the jumpy 
screen, the graphics are essentially dupli¬ 
cates of the cartridge version. 

So, bottom line, what do we have here? 
A sloppy SKU that looks rushed despite 
the fact that it ran almost a year over 
schedule. Another long-overdue piece of 
Sega CD software that emerges after 
months of rumors concerning technical 
headaches and design nightmares. 

Fans of badly digitized TV commercials 
and gamers too lazy to enter in their MK 
blood codes may think this new edition is 
hot stuff, but the rest of the Sega world 
should be asking some hard questions 
about the wisdom of waiting for Sega CD 
editions of pre-existing cartridge games. D 
(Bill Kunkel) 


And 


you re theOrkin Man. 
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POUIE QUEST: 

OPEU nason 


Gritty realism makes this adventure almost a simulation 




animation, new arcade sequences, new 
music, and more. 

The CD even includes a short Making 
of Police Quest video to run under 
Windows, as well as the software you 
need to try out Sierra’s on-line fun-and- 
games network, ImagiNation. Strangely, 
the documentation provides no instruc¬ 
tions for installing anything but the game 
itself. If you want to view the video or the 
ImagiNation software, you have to figure 
out the installation for yourself. 

When it comes to the gaming experi¬ 
ence, though, there’s probably never been 
a more realistic feeling adventure. Thanks 
to the involvement of former L.A. police 
chief Daryl Gates, this game features 
puzzles derived from real police duties. 

In other words, the player must tackle 
everything from recording and gathering 
evidence at a crime scene to filing the 
paperwork and questioning witnesses. 

The game’s interface is a delight, 
enabling the player to issue commands 
easily and quickly, without having to 
resort to the keyboard (though that’s 
optional). The shape of the mouse cursor 
indicates the currently selected command, 
and the player can easily cycle through the 
commands by clicking the right mouse 
button. Alternatively, bringing the mouse 
cursor to the bottom of the screen causes a 
button bar to appear, from which the play¬ 
er can select any command desired. 

Issuing the inventory command displays 
the items available to the player. To make 
it easier to handle inventory items, the 
Inventory display window contains its 
own set of command icons. 


Working the streets as 
an L.A. cop has got to be 
one of the toughest jobs 
on the planet. Between 
gang violence and the 
more traditional big-city 
crime, the L.A. boys in 
blue have more cases to 
solve than 1,000 Perry 
Masons and Columbos— 
and all while putting their 
precious lives on the line. 

On the other hand, in 
spite of the danger and 
drudgery, being a cop is a 
fascinating career—at 
least for those of us with 
more mundane lives—and one can’t help 
but be intrigued by the prospect of trying 
on a case or two. 

For anyone who’s ever had a hankering 
to clip on a badge and patrol the streets 
for trouble. Police Quest: Open Season 
may be just the ticket. In this gritty and 
often startling police drama, the player is 
immediately plunged into a scene of 
violence and death, as well as charged 
with solving a double murder. Because of 
its real-life authenticity and often shock¬ 
ing events, however, this is no game for 
the kiddies. For example, the discovery of 
a young child’s corpse in a dumpster is 
enough to make any adult’s skin crawl and 
is definitely nightmare fodder for the 
younger generation. 


For added realism, the newly released 
CD-ROM version of the game features a 
slew of actors who have brought their 
talents to the story, replacing the text bal¬ 
loons of the original floppy-disk version 
with spoken lines throughout. In addition, 
the CD-ROM edition features extra 


For example, by clicking on the eye 
icon, the player can examine any item in 
the inventory, whereas selecting the arrow 
button places the inventory item in the 
player’s hand, from which it can be used 
in the game. 

Each scene in the game, of which there 
are hundreds, features plenty of animation, 
with the on-screen characters interacting 
in various ways. Players can talk to almost 
anyone who crosses their path, as well as 
use the precinct’s computer, and even 
sharpen their marksmanship skills at the 
shooting range. 

The scene backgrounds, which were 
created from films taken around Los 
Angeles, are mostly well detailed, 
although it is often difficult to determine 
which objects can be manipulated and 
which are just part of the scenery. Objects 
that one needs to manipulate are often 
hard to see, even when you know what 
you’re looking for. 

The CD version of the game features an 
extensive soundtrack, including musical 
styles from eerie to funky-cool. 

The game also claims to include over 
10,000 lines of spoken dialog. (No, 1 did¬ 
n’t count them!) Unfortunately, while the 
dialog is well delivered, the recording 
process distorted many of the S sounds, 
leaving much of the dialogue sounding 
slightly strange, as if the actors all have a 
slight speech impediment. Still, this is a 
small problem, one that the player learns 
to ignore. 

These small defects notwithstanding. 
Police Quest: Open Season is the perfect 
game for someone interested in modern 
police work. It’s so realistic, in fact, that, 
if it weren’t so deeply rooted in the adven¬ 
ture-game genre, one might be tempted to 
call It a srmulation. 

As such, this game is no breeze. The 
player must work hard to solve the crime, 
working out even small details—like 
turning in proper report forms—in order 
to keep the case moving forward. 

Also, the subject matter can be disturb¬ 
ing, surprisingly so for an adventure 
game. People easily affected by violence 
and tragedy may want to stay clear. 

For tougher players. Open Season is a 
rewarding and eye-opening experience. 

It’s almost like training for a career in 
crime-solving. B+ (Clayton Walnum) 
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Contains Mature Subject Matter 


Don't Get Caught! 


EXCITEMEN' 


YOU PEER INTO YOUR NEIGHBORS' SORDID LIVES IN THE 
INTERACTIVE AND WICKEDLY SENSUAL WHODUNNIT, VOYEUR. 
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MARVELOUS CREATIVE ACCOMPLISHMENl 


“This came brincs out the Voyeur in all of us...and truly shows 
FUN A murder-mystery/interactive MOVIE CAN BE. HIGHLY RECOMMENDED." 
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CRinaERs 


Where in the Grid is 
Sandra What's-Her-Mame? 


Kinetic puzzles have a long and impres¬ 
sive history in interactive entertainment. 
From archived coin-ops like Pengo to 
Spectrum HoloByte’s latest offering, 
gamers of all ages, tastes, and philosophi¬ 
cal persuasions have embraced the action- 
puzzle genre. Gridders, Tetragon’s first 
3DO title, meets the high standards set by 
past classics in this category. 

In Gridders, gamers are thrust into a 
three-dimensional futuristic world requir¬ 
ing a love of adventure, a nimble sense of 
strategy, and a well-honed creativity. The 
hero of this world is Zack. Zack's world is 



Earth 2040, and the Earth’s natural 
resources have been virtually depleted. To 
circumvent the further deterioration of 
Earth, the United World Council requests 
the assistance of the Gridders Corporation 
to save the planet. 

Regrettably, the corporation designated 
to save the Earth is controlled by a heart¬ 
less Director (evil CEOs have become the 
hottest new villains in gaming), who is 
using the secret technology to fully auto¬ 
mate the plant. 

Just before the game starts, Zack, the 
last human employee, is laid-off. When he 



returns to the company to pick up his 
final paycheck, he locates a note from the 
mysterious “Sandra” requesting aid in 
revealing the secret of the company’s 
mysterious basement. 

Zack, and his faithful canine compan¬ 
ion, Fidex, must avoid the automated 
Gridders (which look suspiciously like 
large crates used for shipping freight) and 
expose the secrets within the cellar. Fidex, 
by the way, is not an ordinary dog. He is 
half bionic, and has a special talent that 
will serve Zack well. 

Gridders takes place on a matrix of 16 
squares wide by 16 squares long. The grid 
squares can appear at different heights, 
producing a sense of terrain. On this grid, 
in addition to Zack, are a variety of inter¬ 
active elements. Divertors allow gamers to 
alter the direction (in 90-degree incre¬ 
ments) in which a Gridder is rolling. 
Telepods transport Gridders to a new loca¬ 
tion, and these special squares can be 
manipulated by Zack. There are also ele¬ 
vators, gates, trap doors, 
hydraulix and mini- 
hydraulix sections, and 
secret squares that prompt 
a reaction from Fidex. 

The largest compo¬ 
nents of interactivity, 
however, remain the 
Gridders. As they roll 
across the matrix, 
Gridders travel in differ¬ 
ent directions and pro¬ 
duce a variety of combi¬ 
nations. Predictability is 
not the strong suit of 
these rolling boxes. Zack 
must contend with 
Generators, Proto- 

Generators, Mecca Techs, Killers, Buddy 
Cubes, Duds, and Drones. The Generators 
contain the Pyramid Keys that are needed 
to advance to the next level. If two Proto- 
Generators collide, they create a single 
Generator. The Meccas contain Hex Keys 
that activate the gates. Buddy Cubes and 
Duds can both be used to maneuver the 
other Gridders. 

Some of the objects of interest that 
Zack should acquire include the pyramid 
and hex keys; bones, useful for summon¬ 
ing Fidex; blue diamonds, which add 
points/time to the bonus indicator; freezers 
and slo-mo, which stop and slow the 
action; and auras, which convert all 
Gridders into Duds. 

There are, of course, negative objects 
that Zack needs to avoid: anti-diamonds; 
anti-pyramids; anti-Buddy Cubes; killer 
squares; energy taps; and instant death 
rings, just to name a few. 

The graphics are very impressive. Matt 
Bigham, Joey Bryant, and Don Williams 


should be commended for their artwork 
and animations. Gridders makes full use 
of parallax scrolling and multi-layered 
backgrounds. The animations of Zack and 
Fidex appear natural and smooth. The 
details and animations of the cut scenes 
push the story line along, while giving 
gamers a solid image of the evil cigar- 
chomping villain with whom they must 
contend. 



Doug Benson did a great job with both 
the musical tracks and sound effects. The 
original compositions provide the correct 
amount of intensity without overwhelming 
the gamer. The sound effects are very cre¬ 
ative. One effect, for example, was gener¬ 
ated by recording the sound of a person 
sucking in air through his mouth, played 
backwards. 

Gridders has three difficulty modes 
(Easy, Normal, and Dangerous), as well as 
a practice level. If the thought of puzzles 
with only one solution sounds tedious, 
gamers will be pleased to know that each 
level has at least two planned solutions, 
and, according to Tetragon’s Mark 
Skaggs, players can invent many other 
strategies. 

As Zack nears the basement, the levels 
become more challenging, testing the 
user’s accumulated knowledge. Zack is 
also “smart” enough to automatically pick 
up objects, maneuver cubes, and climb 
and descend the grid heights, so the gamer 
can focus on solving puzzles and avoiding 
menaces. 

Players can also select the viewing 
angle of the game. The primary display is 
an angled top-down perspective which 
shows the entire grid, but gamers can opt 
for a faux first-person perspective from 
the floor of the mighty grid. This latter 
POV, however, increases the game’s chal¬ 
lenge exponentially, because it’s much 
harder to visually keep track of events on 
the other side of the matrix. 

As a kinetic puzzle game, Gridders 
provides a breath of fresh air in a genre 
that too often tends to pass off minor vari¬ 
ations of past successes as original ideas. 
Gridders is a welcome addition both to 
the 3D0 catalog, and to the entire genre of 
action-puzzles. D {Laurie Yates) 
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No, we're not talking about twiaters that 
wipe out trailer parks in the Midwest. We're 
referring to Cybernetic Clones, deadly creations 
of an alien race bent on Earth's conquest. 

To add insult to injury, these 
CyClones are actually captured 
humans transformed into flesh- 
steel monstrosities! 

As Earth's defender armed with 
hi-tech weaponry you're dying to 
jump into action. Especially when this 
futuristic adventure promises some of 
the most spectacular full-motion video 


MEET 
CYCLONES 
HEAD-ON 


you've ever seen. Plus an advanced smooth 
scrolling, head-on perspective. Incredible cine¬ 
matics. And state-of-the-art digitized voices, 
sizzling sound effects and hreath-taking music. 


Catapulting you into a total 
multimedia experience! 












THE Finni CRHDE 


The follDuiing ihart details the 
thoughts and opinions nf seuerol 
different B editors on sooie of the 
latest softuiore. In the fotore uie 
uiill feature guest 
reuieuiers from 
around the 
country. 
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Formuln One Ulorld [hompionship: 
Beyond the limit (By Sega for the Sega 
CD) Yet another bitter pill for Sega CD 
gamers to swallow. Beyond the Limit 
offers players mediocre graphics, terrible 
play control, and objects (such as hot air 
balloons) which appear and disappear. 

View the action from behind the wheel 
of a Formula One car, with walls that can 
be driven through and some of the worst 
visibility in the history of racing games. 

If nothing else. Beyond the Limit was 
appropriately titled. D (Bill Kunkel) 

Jump Rouen (By Cyberflix for PC CD- 
ROM) Another Blade Runner wanna-be, 
thip one is more talky and less interactive 
than most of these dreadful exercises in 



what has been called “rendertainment.” 
There’s plenty of sassy graphics to stick 
on the back of the box, but the player 
spends most of his/her time watching and 
waiting, endlessly waiting, for the gor¬ 
geous graphics to end so it will be possi¬ 
ble to actually do something. 

The game play comes down largely to 
menu-driven conversations with a collec¬ 
tion of sci-fi cliches. Jump Raven is an 
interactive movie that forgot about the 
interactive part. D (Bill Kunkel) 

UlOOdStOCh (By Time Warner Interactive 
for PC CD-ROM) Having had the oppor¬ 
tunity to watch the recent Woodstock 25th 
Anniversary fall victim to the same greed, 
manipulation, and eventual chaos as its 
predecessor, viewing this CD-ROM re¬ 
creation of the original makes for a fairly 
interesting, if unenlightening CD experi¬ 
ence. There’s the usual background data, 
QuickTime video clips capturing actual 
songs and performances, and a branching 
interface, using a reproduction of the clas¬ 
sic Woodstock poster lettering. 

It’s cute, and it does capture a superfi¬ 
cial, through-the-looking-glass perspective 
on the event, but you sure can’t feel the 
mud. B (Bill Kunkel) 

FIFB Internotiaoal SoKor (by EA Sports 
for Sega CD) From the first second of the 
amazing introduction. Federation 
Internationale de Football Association 


International Soccer is something 
special. This is to soccer fans what John 
Madden Football is to football fans; the 
last word in sports sims. One to four play¬ 
ers can play exhibition matches. 



tournaments, playoffs, or form their own 
leagues. Play on any team from around the 
globe, or take a handicap and control the 
U.S. team. Over 150 FMV clips and 20 
minutes of CD sound complement the 
footy goings-on. Sexy graphics, shivering- 
ly-good sound and music, plus fast, 
authentic action could make FIFA 
International Soccer more popular than 
the World Cup. 11+ (John Wesley Hardin) 

1BB4 Culooesf multimedia DIfk of 
Records (by Grolier for Macintosh CD- 
ROM) The second best-selling book of all 
time (the Bible is first) is here to settle 
disputes of fact for Mac owners. There are 
3,800 categories with over 800 photos, all 
of which can be sifted via a Random 
Record Search, Word Search or five other 
ways. Extensive full-motion video with 
synchronized audio adds to the package. It 
even comes with a paperback copy of the 
1994 edition. This is the most fun you can 
have without a joystick. B+ (JWH) 

Panic (by Data East for the Sega CD) It’s 
a puzzle game, or it’s not a game at all, or 
maybe it’s a quasi-abstract video 
labyrinth. An intriguing interface, but the 
execution is off Panic is ostensibly an 
adult title, but the animations, while good 
and colorful, seem straight out of a car¬ 
toon aimed at 5-year-olds. Players make 
their way through a maze of animations. 
The on-screen character (looks like a 
child) is confronted with a panel of but¬ 
tons at each screen. Pushing the (unmarked) 
buttons rewards the character with some 
bit of (non-interactive) humorous anima¬ 
tion, or takes him onto the next screen, 
where the process is repeated. The prob¬ 
lem is that most of the jokes, if funny at 
all, are only funny once or twice, but play¬ 
ers may see the same scenes half a dozen 
times during the course of one session. 
Panic tries desperately hard to be hip and 
falls painfully short of the mark. Maybe it 
feels so weird because it’s a direct import 
from Japan. Strictly a novelty. C (JWH) 
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Batter hangs head in shame after strikeout. Infielders dive to snag line drives. 

Dan Patrick rubs it in by adding “the whiff.’ 


Catcher leaps up from crouch to 

GUN DOWN GREEDY BASERUNNERS. 



BaSERUNNERS CREEP SLOWLY OFF 
THE BAG TO AVOID BEING PICKED OFF. 


WHEN WE 
CREATED THIS 
CillliE, OUR 
OUSESSION 
WITH REALISM 
ALMOST EOT 


CONTROL. 



Players choose from three 

DIFFERENT DEODORANT SCENTS: 
ORIGINAL, MUSK, OR ALPINE BREEZE. 
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The Pennant Fever edition of ESPN Baseball 
Tonight is here, and it’s so realistic it’s scary. 

Players get nahed by fastballs, mope when they 
strike OUT, DIVE INTO HOME PIWTE AND LEAP BACK TO 
^ THE FENCE TO STEAL HOMERUNS. 

The game is loaded with incredible CD 
FOOTAGE. You’ve got Jumbotron animahon after 
HOMERUNS, AND VIDEO FOOTAGE TO HELP YOU CELEBRAIE 
WHEN YOU WIN THE WORLD SERIES. 

EARIY in the SEASON, CHOOS “EASY” OR YOU’LL HAVE TO 
WAIOI YOURSELF WHIFF DURING THE INSIANT REPIAiS. As YOU 
HONE YOUR SKniS, TTIY THE‘“DIFHCUIT’’MODE. Just IGNORE 

_ Chris Berman when he makes you feel like a scrub. LZas 

B You can PLAY A FULL 162 GAME SEASON (including BOTH rounds smboJ-d 10 the ivy in Chicago 

OF THE LCS), AND TRACK YOUR PLAYERS’ STATS ALL THE WAY TO THE FINAL GAME OF THE SERIES. 

All 28 Major It’s THE MOST INTENSE BASEBAU SIMIMHON YOU’VE EVER PLAYED. So CATCH THE PENNANT FfeVER EDTHON OF 
eagm teams, BASEBALlToNIGHT ON SEGA CD, BECAUSE... 

★ ★★★★★★★★★★★★★★★★★★★★★★★★ EVERYTHING ELSE IS JUST PRACTICE. 
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TRERSURB 

ERmv 

A princess and some jewels provide 
a quest for learning 


^ TEIH SPECS 


PUBLISHER: The Learning Campunv 
DESIGHER: Usn Rlnrlis 
SVSTEm: PI-DOS nr lUindouis 


HDSPHCE: 5 RIB 
PLHVEBS: 1 

The latest in the Treasure series sur¬ 
rounds math drills with a quest. Players 
from age five to nine can practice their 
tables while having some fun. It also adds 
measurements, geometric shapes, and an 
unusual calendar skill-builder to make this 
an exceptionally well-rounded package. 

True to its quest-format, the program 
starts with a lengthy background story. 
Bottom line: the Queen’s crystals are hid¬ 
den throughout the galaxy. Thankfully, 
this overly-familiar theme is nothing more 
than a setup for the actual game. It 
provides a little reading practice at the 
beginning but then can be safely ignored 
as irrelevant to the play. 

To regain the crystals the gamer must 
fly a space scooter through three orbits, 
through levels of learning that can be set 
by the parent, or automatically move 
ahead as the gamer becomes more skillful. 

To advance through the orbits, the play¬ 
er has to collect digits. The numerals are 
awarded for successful completion of 
learning tasks, or they can be purchased in 
the store. Once the player has the digits, 
it’s possible to fly through the space port 
to the next orbit. 

Each orbit is inhabited by sundrops to 
be snagged with sunbeams (a sort of spi¬ 
raling ray that encircles them.) Once cap¬ 
tured, the sundrop hosts a number analogy 
challenge. A group of objects are pictured 
on the left; then a different number of the 
objects is shown on the right. For exam¬ 
ple, two kites on the left may become four 
on the right. A second set, for example 
three kites, may become five on the right. 
The challenge then shows a third group¬ 
ing, and asks the child to complete the 
correct number on the right. This requires 
the student to figure out what was done to 
the first two sets to produce the results, in 
this case, add two. The equations progress 
from counting and addition, through sub¬ 
traction and multiplication. 


A correct answer pays off in Starbucks, 
which can be used to purchase additional 
sunbeams or digits in the store. 

Each of the orbits has a special learning 
station. In the Shape Station, the player 
assembles geometric shapes. The Measure 
Mill shows common objects to be exam¬ 
ined with a scale or measuring rod. The 
Day Dock requires the youngster to pick a 
date to match verbal clues, such as 
“tomorrow,” “one week from today,” or 
“third Tuesday after the fourth Wednesday 
in March.” 

Each of the activities awards a digit, or 
if the digit counter is full at the time, 
Starbucks. In the store, the player can 
exchange the Starbucks for more Sun¬ 
beams, to capture more elusive Sundrops, 
or purchase digits to advance through the 
portals. The Starbucks are pictured in 
whole, half, quarter, or eighth, so the stu¬ 
dent gets some practice with fractions 
while paying the fee. 
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Monitors are scattered around the 
orbits, and if the screen of a monitor is 
live, the player can scoot into it, to deci¬ 
pher an encoded word. On early levels, 
the letter-number codes are shown on 
screen. Later, the code may be incomplete, 
for gamers to deduce the pattern of the 
sequence, counting by twos or threes to 
assign numbers to each letter. 

Successfully deciphering a word 
produces a crystal. After the player has 


whisked back to the princess and the 
castle to deposit the crystals found so far 
into the treasury, in an animated cut scene. 
Then it’s back to do it all again, as the 
challenges get more complicated. 

The graphics are colorful and well- 
drawn. Animations are limited to the focal 
objects of each game, with no irrelevant 
action on screen during the challenges. 

The great strength of Treasure Galaxy! 
is that it does keep the player coming back 
for more, and while searching for the crys¬ 
tals, the games reinforce skills and logical 
thinking. Because the game tracks up to 
99 separate players, it’s suitable for more 
than one child, even classroom study. 

The challenges become more difficult 
as the player advances. In fact, that pro¬ 
duces the only problem. In order to actual¬ 
ly complete the quest, the child must accu¬ 
mulate a great many crystals, and go 

through all 
the levels of 
learning. It is 
less satisfac¬ 
tory for very 
young play¬ 
ers who may 

advanced in 
arithmetic far 
enough to 
win the 
game. 

It would 
have been 
better to have 
several short¬ 
er quests, 
rather than 
making the 
entire study 

procedure into one long endeavor that will 
take many play sessions to complete. 

But, students who’ve begun to study 
addition, subtraction, and multiplication 
should have no trouble. It’s unusual to see 
math study presented as a quest game. But 
in this instance, it definitely works. 
Although the graphics are not complicat¬ 
ed, and the story line is unexceptional, the 
totality of the learning experience shines 
through. B+ (Joyce Worley) 
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MUntH PUB: 

THE DESKTOP FOR KIDS 


Bingo’s actions and mannerisms are 
sure to delight both children and adults. 
The point-and-click scenes, while hardly 
original, offer a nice break for the user. 

The dashboard makes good use of the 
primary and secondary color palette, while 
the Panorama scenes successfully capture 
both the dark and fearsome atmosphere of 
a graveyard and haunted house at night 


and the bright fantasy nature of the castle 
and unicorn. 

The digitized voices are crisp and clear, 
a very important feature in children’s soft¬ 
ware. The recording features also play 
back well, but it is disappointing that the 
audio cannot be saved to either the hard 
drive or floppy di.sks. 

Launch Pad is an eminently friendly 
package. 

Both the 
installation— 
and deinstal- 

processes are 
simple. The 
children’s 
password 
options 
include both 
picture and 
text, which 
can even be 
overridden 
when the 
youngster 
fails to re¬ 
member it. A 
forgotten 
adult text 

password can also be accessed, but only 
via the install disk. 

Pre-readers should feel comfortable with 
this program, since the need to understand 
text has been eliminated. 

While not a true edutainment product. 
Launch Pad is bound to make parents’ 
lives less nerve-wracking and present chil¬ 
dren with a more comfortable atmosphere 
in which to play their own games. Rather 
than duplicate an adult desktop, like some 
of their competitors, Berkeley opted to 
translate the desktop experience into 
something even a child can appreciate. 

0- (Laurie Yates) 


Launching applications has neuer 
been so fun ... or safe 


As most adults make their first stum¬ 
bling forays into the world of computer 
desktops, their children eagerly wait by 
the computer for their turn to play. Parents 
are therefore faced with a twofold dilem¬ 
ma: how to protect their own files from 
unmtenttonal destruction as a result of 
Junior’s random input, and simultaneously 
create a youthful-friendly environment 
that will enable the next generation to 
enter the computer revolution. The answer 
to both problems can be found in Berkeley 
Systems’ new kid-parent utility. Launch 
Pad: The Desktop for Kids. 

Parents must install Launch Pad and 
set up accounts for their young users. 

After typing in the child’s name and age 
and selecting an icon (which is depicted as 
a key chain), the program approves appli¬ 
cations suitable for the youngster’s age. 
This list can easily be modified. 

When Launch Pad is first accessed by 
the child, the computer displays a 2/3 
screen image of Bingo’s Rocket Car (the 
program’s mascot in a glidercraft) at a 
crossroad. The lower third of the screen 
presents a strip with a Power Off switch 
and the child’s personalized car key tag. 

After the child clicks on the assigned 
car key, the perspective—but not the 
screen division—changes to Bingo’s POV 
as he sits in his car looking out at the 
Panorama. At this stage, five scenes 
(Dinosaurs, Haunted, Space, Castle, and 
Under Sea) are available for point-and- 
click animation, plus the After Dark 
Cinema, with one module. Flying Bingo. 

The lower section is now the dash¬ 
board, from which the children interface 
with the utilities. The dash not only con¬ 
tains the Launch Pad desk accessories 
(KidsClock, KidsCalc, and KidsTalk), 
but also allows youngsters to use 
approved applications and open the Glove 
Box to store and retrieve documents. If the 
child has been approved for CD-ROM 


applications, then he will also be able to 
eject CDs from this area. It is also possi¬ 
ble to return to the Launch Base by simply 
clicking the stop button. 

Launch Pad’s desk accessories are 
especially youth-friendly in their use of 
digitized speech. KidsClock has two 
modes of operation: real time and prac¬ 
tice. KidsCalc is a straight four-function 
calculator that receives input from either 
the mouse or the keypad. The “buttons” 
are larger than a standard calculator and 
the KidsCalc gives the user a memory 
function via cut-and-paste commands. 
KidsTalk is a tape recorder function that 
records sounds or voice messages. The 
normal playback can be enhanced with 
different special effects, including space. 


robot, bear, bird, and backward sound. 

Launch Pad also makes children’s out¬ 
side applications easier to use. Kids hear 
menu items and dialog boxes announced; 
menu bars stay open without keeping the 
mouse button pushed down; documents 
can be quickly saved into the glove box, 
where they are inaccessible by unautho¬ 
rized siblings; printing is simplified and 
bypasses dialog boxes; and the keyboard 
and mouse can be customized to the users. 

The background artwork in Launch 
Pad include original drawings that were 
processed through a 3-D program to 
obtain photo realism. 
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Do It Yourself 

A recent poll conducted by Olsten 
Corporation contacted 1,022 North 
American businesses to learn their 
position on computer skills and in- 
house training programs. The Olsten 
Corporation questioned businesses 
about automation, their employees’ 
skills, and how it affected their 
businesses. 

The survey really concentrated on 
the question of how much on-the-job 
computer training an employee could 
expect to receive. 

The news isn’t good, if you’re hop¬ 
ing to learn while you earn. Now, in 
contrast to previous business practices, 
companies expect their employees to 
have their skills in computers and 
other high-tech business equipment 
before they get their jobs. 

The survey found that businesses are 
now investing in easier-to-use tech¬ 
nologies, and they expect the employ¬ 
ees to master them on their own time. 

The good news is that many busi¬ 
nesses are willing to provide employ¬ 
ees with the equipment, instruction 
manuals and software for study and 
self-education. But, they expect it to 
be done at home, at the employee’s 
own learning pace. 

About 73 percent of all executives 
say they favor employee self-training, 
but only 28 percent of companies 
offer the employees any help in 
accomplishing this goal. This is in 
marked contrast to the past, when 
employees often provided schooling 
for their computer-using personnel. 

Yet, apparently this method of self¬ 
teaching isn’t actually working out the 
way the businesses had hoped. Despite 
the companies’ desire for employees 
who are highly skilled with comput¬ 
ers, only 22 percent of those contacted 
found their employees’ computer 
skills acceptable. 

There were two areas, in particular, 
that showed change in employers’ 
expectations in regard to technological 
skills. 

The first is in information systems. 
There’s been no appreciable increase 
in the demand for information systems 
personnel. The exception to this is that 
employees with network management 
skills are in more demand than at any 
time previous. Second, nowadays, 
there is a large demand for employees 
working in customer service to have 
good computer skills. 


mario Teaihes Typing (By Interplay for 

PC CD-ROM—ages five-Adult) Typing 
programs with kid appeal are on the rise, 
but few can match Interplay’s Mario title, 
which adds games, familiar characters, 
and reward sereens to the process. After 



players learn the positions of the letters, 
and the correct fingering, the Expert 
Express removes the game elements and 
works as a traditional typing tutor. 

If families are looking for only one typ¬ 
ing program, Mario should be a serious 
contender. B+ (Laurie Yates) 

moth Bloster: In Senrih nf Spnt (By 

Davidson for PC CD-ROM—ages 6-12) 
More kids have learned from Math 
Blaster than any other computer program, 
and this new version is the best yet. 
Addition, subtraction, multiplication, and 
division are covered, as well as fractions, 
decimals, percentages and a most unusual 
skill, estimation (which is actually round¬ 
ing numbers up or down). 

Kids practice arithmetic through four 
activities that take a lot of the pain out of 
study, through six levels. B+ (Joyce 
Worley) 

morgon's Trluin mnchine (By Morgan 
Interactive for PC or Mac CD-ROM — 
ages 7-14) The whole family can race 
their climber up the mountain by answer¬ 
ing trivia questions. The subjects are 
geography, scienee, plus a grab bag of 
miscellaneous facts, in six skill levels. The 
on-screen companions are a pair of quip- 
sters who wisecrack their way through the 
competition. Graphics are great, including 
video clips and animations, as the gamers 
answer over a thousand questions. Up to 
six can play, and they’ll gain a lot of 
information while answering the trivia 
questions. P- (Joyce Worley) 

Smithsanian Institution Dinosaur 
museum (By Software Marketing Corp. 
for PC CD-ROM Windows—all ages) 

Two years ago, this database-style pro¬ 
gram would have been pretty exciting, but 
having experienced the film version of 
Jurassic Park and over a dozen pieces of 


state-of-the-art saurian-based software, it 
comes off as pretty weak tea. 

The program is broken up into three 
primary areas: the Museum Room, the 
Conservatory, and the Game Room. The 
Museum area features weak sketches 
showing dinosaur statues and unrealistic- 
looking dioramas; the Conservatory con¬ 
tains more exhibits, as well as DBase 
material on dinosaur myths, theories, and 
famous members of the academic commu¬ 
nity. Finally, the Game Room offers a 
series of (rather difficult) quizzes on 
dinosaur recognition and related topics. 

The problem: the presentation is so 
bland, and the graphics look like some¬ 
thing from an old Applell-t- program. As 
one would expect of a Smithsonian prod¬ 
uct, the steak is all here, but a user could 
generate more sizzle by simply spitting 
into the LaBrea Tar Pits. 1+ (Bill Kunkel) 

The Suftuiure Tuoluiorhs lUorld Rtlns (By 

Software Toolworks for PC CD-ROM—all 
ages) Every home should have an atlas. 
They fill their users with dreams of distant 
places, as well as a great deal of knowl¬ 
edge. This one is especially interesting. 

It’s not just maps; there’s information 
about geography, people, the economy of 
the nations, governments, agriculture, and 
a lot more. Browsing the colorful photos 
and video clips brings the people of other 
lands closer. There are even phrases in 30 
languages, flags, currency information, 
and lots more. R (Joyce Worley) 

Sesame Street (By Electronic Arts for 
3DO—ages 3-6) The world’s most famous 
teaching program is now an activity toy, 
and it’s bound to keep preschoolers laugh¬ 
ing and learning for many hours of fun. 
The child uses the control pad to move the 



cursor, in this case a large star, through the 
streets, and the Sesame Street gang aets as 
companions and helpers. There are lots of 
objects to point-and-click, for animations, 
and also games to play, stories to hear, and 
things to watch. Simple number games 
help the child learn to count, but the real 
fun comes from the songs, videos, and 
animations. Graphics are in the familiar 
Sesame Street style. B+ (Joyce Worley) 
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GET THE COMPIETE PICTURE: 


TURN TO THE ONLY SOURCE OF 
ELECTRONIC ENTERTAINMENT 
THAT CONTINUES THE COVERAGE 
WHERE THE OTHER MAGAZINES STOP 


Serious gamers need a serious magazine like 
ELECTRONIC GAMES'. 

No one beats Electronic Games' coverage of 
every platform from portables to coin-ops. 
ELECTRONIC GAMES’ critics rely on years of 
playing experience and hands-on game design 
credentials to analyze the latest cartridges and 
disks and put them in the right perspective. 

ELECTRONIC GAMES has all the headlines, 
new releases, plus much, much more! Every 
issue is packed with inside stories and insights 
that take you to new realms of electronic gam¬ 
ing! It's the only place you'll find entertainment 
superstars and industry insiders sharing their 
unique viewpoints while delivering the news 
and reviews that tell it like it is! 



SUBSCRIKTOaECTRORICCRHES 



r I WHNT TO GET fili'llEOST OUT OFGHMrNC 
I STHRT MY SUBSCRIPTION TO EG TODHY! 

I Get 12 Full Color Issues of EG For Only $23.95! Send Payment 
* To: EG, P.O. Box 1502, Lombard, IL 60148-9623 

Name_ 


_Payment Enclosed 

Credit Card Orders: 

_VISA 

Card No. 


Signature 


For Faster Service, Call: 


708-268-Z498 

























SUPER niEnoia 

UURUTHORIZEU CURIE SEtRETS 

Tom Stratton, Jr., Prima Publishing, 168 pages (softbound, $14.95) 


This is a highly illustrated volume with 
details of the world of Zebes and the 
incredible mazes that Samus, the bounty- 
hunter heroine, must traverse to save the 
universe from Ridley and the Mother 
Brain—again. Most of the screen shots 
and composite maps are in black and 
white, but there is an eight-page color 
section toward the middle of the book that 
contains a concentrated dose of hints and 
things to watch for. 

Players who haven’t explored the game 
may feel daunted by the quantities of hid¬ 
den rooms and passageways that are 
described. Never fear, because Stratton 
explains where to go and what to do once 
there. How to do it, isn’t always provided 
in detail, at least, not in sequence. 

The first chapter, titled “Getting to 
Know Planet Zebes,” includes a rundown 
of Samus’ available actions on the stan¬ 
dard SNES controller. It describes the 
several types of doors and security gates 
that will be encountered and what it takes 
to get through them, and then illustrates 
various rooms and items to be found 
throughout the complex. The chapter ends 
with an unaccountably truncated opening 
story. In fact the continuation appears at 
the end of chapter two. 

The events seemingly left out are 
touched on in a capsule in the color 
section, but none of this should matter to 
owners of the game, who will already 
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have an idea of what’s going on. 
(However, these same folks might be puz¬ 
zled by references in the color section to a 
boss named Platoon who, it turns out, is 
actually called Phantoon in the main text.) 

Most of the second chapter continues 
with an overview of Zebes and its various 
sections—Crateria (the surface), Brinstar, 
Norfair, Maridia, the Wrecked Ship, and 
Tourian. These overviews include maps, 
list items to be found there, and picture 
some of the enemies including the bosses. 
Among them, Ridley is boss of Norfair, 
Phantoon of the wrecked ship, and Mother 


Brain hangs out in Tourian. 

Chapters three through seven follow a 
walk-through of these areas, each bringing 
Samus as far as the main boss of that 
section. Locations of needed items and 
the paths to missile tanks, energy recharge 
rooms, and so on, are described. Among 
these are Data Save units where the game 
in progress can be stored, and Map Data 
Access Rooms where Samus can view the 
area. These show the areas already 
explored. The game is not wholly linear; 
there are multiple paths to various goals, 
but for Samus to succeed in her primary 
efforts, some items must be acquired. The 
map rooms can be a valuable asset in this 

Chapter eight provides some close-ups 
of various areas where hidden rooms and 
other secrets may be uncovered by well- 
placed missiles and bombs. 

This book will clearly be of major 
value to the multitudes of Super Metroid 
players and presents the challenge of the 
game to those who do not have it yet. 

“Try not to follow it word for word." 
Stratton urges. “Instead, refer to it when 
in dire need. That way you can explore 
on your own and locate the multiple 
paths to multiple items.” That’s good 
advice for any hint book, and this one 
lends itself well to that approach. (Ross 
Chamberlain) 


DOORI RRmESOOR 

Rick Barba, Prima, 208 pages (softbound, $14.95) 


This game from id Software based on 
its Wolfenstein 3-D engine is described as 
an “action-oriented slugfest.” It involves 
slugging with fists and pumping hundreds 
of rounds of slugs into bad guys, and these 
bad guys are the worst—demons from the 
pits of hell. Prima’s book designers chose 
to spatter red splotches across every page. 
Titles and subtitles are printed in the font 
called Horror, which is suitable for the 
theme, but less ideal for listing cheat 
codes, since it’s not all that easy to read. 

Part one, called General Strategies, 
includes a list of remarkable cheat codes 
that the author urges players to ignore 


until they’re already fully familiar with 
the game—some can render it too easy to 
play to be worth the time. These are fol¬ 
lowed by descriptions of items, enemies, 
and areas to be found in the corridors of 
Phobos and hell itself, and what in general 
can be done with or about them. 

Part two, “Doom Survival Guide,” is a 
three-chapter walk-through with detailed 
keyed maps. An appendix offers sugges¬ 
tions on Multiplayer Mode. All is written 
with good humor and insight. The Doom 
Batllebook is recommended for helping 
sublimate the killer instinct in us all. 

(Ross Chamberlain) 
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THE ElEmmi SUPERHIBHIURV 

Winn Schwartau, Thunder Mouth Press, 432 pages (Hardbound, $22.95) 



It is practically impossible to pick up a 
magazine or turn on the television any 
more without being bombarded by some 
form of hype centered on the grand and 
glorious information superhighway. 

Consumers may not care who “brings it 
to them." but this unprecedented media 
blitz has succeeded on two fronts: people 
are both dazzled with the possibilities and 
blissfully ignorant of the inherent dangers 
that come with unregulated expansion of 

Most corporations, because they must 
deal with the possibility of industrial e.spi- 
onage. are not ignorant of the dangerous 
Pandora's box that is being opened, but 
they also see no need to share this infor¬ 
mation with the consumers of their ser¬ 
vices. Mr. Schwartau, one of the nation's 
leading experts on information security 
and electronic privacy, explodes this code 
of silence with insightful commentary 
about what is really going on in cyber¬ 
space daily, as well as some frightening 
speculation about what could happen to 
the unprepared. His thrust is not to dis¬ 
suade readers away from the potential 
benefits of a global community, but rather 
to awaken them to some of its darker 
aspects, such that they might be informed, 
alert citizens rather than passive victims of 
electronic violence. 

With over 125 million computers inex¬ 
tricably tying our economy together 


through complex land and satellite-based 
communications systems, a major portion 
of our domestic six-trillion dollar econo¬ 
my depends on their consistent and reli¬ 
able operation. 

Through sabotage, theft, data manipula¬ 
tion, and other means, our economy could 
be crippled beyond anything that has ever 
occurred in recorded history. As an exam¬ 
ple of the potential scope of such opera¬ 
tions, Mr. Schwartau details how the 
bankma community uses creative account¬ 
ing practices to hide millions of dollars 
that are lost to Information Waniors every 

In Information Warfare, the “digital per¬ 
sona” plays the role of victim and perpe¬ 
trator. The wrong hands could extract the 
most personal information about the “digi¬ 
tal you” imaginable, not the least of which 
could be medical, financial, business, 
legal, and criminal documentation. This 
data could be used in its current form, to 
effect a purpose through other means, 
such as finding out someone’s PIN and 
using it for unlawful phone charges, or 
digitally altered to accomplish some other 
purpose directly in Cyberspace. 

Imagine the horror of suddenly losing 
your entire electronic identity. No record 
of your birth, credit history, vehicle regis¬ 
tration ... full electronic death. Some indi¬ 
viduals will also alter their own records 
in this manner to erase nefarious histories. 


Information Warfare outlines almost 
every conceivable kind of info disaster, 
but it does not leave the reader thinking 
that there may be no way out of the quag¬ 
mire of the new information age. Rather, 
Mr. Schwartau inspires the dialogue nec¬ 
essary to establish a National Information 
Policy, a constitution for Cyberspace and 
an Electronic Bill of Rights as it were. In 
this manner alone, he has done an invalu¬ 
able service to the entire legitimate elec¬ 
tronic community. 

■Visionaries like Alvin Toffler see the 
inherent potential in all things, both good 
and bad. Practice realists like Mr. 
Schwartau take the process one step fur¬ 
ther. They examine emerging develop¬ 
ments on the content and establish a social 
framework to maximize that potential, by 
minimizing the possible negative ramifica¬ 
tions of going into unknown territory. 

Cyberspace has been a lawless frontier 
almost from the very beginning, as has 
historically been the case with all virgin 
territory. As the potential for exploitation 
and profit expands however, lawlessness 
generally must give way to order (though 
it never completely disappears). 

Information Warfare: Chaos on the 
Electronic Superhighway suggests 
methods of obtaining and maintaining this 
order that are both practical and palatable. 
Thanks to the author, there is at least one 
clear voice of reason amidst endless 
sound-bites of cyberbabble. (Ed Dille) 


‘Today's Second Wave money 
consists of printed paper with 
or without commodity backing. 
"What's printed on the paper 
matters. The money is symbolic 
but still tangible. This form of 
money comes along with mass 
literacy. 

Third Wave money increas¬ 
ingly consists of electronic 
pulses. It is evanescent ... 
instantaneously transferred ... 
monitored on the video screen. 
It is, in fact, virtually a video 
phenomenon itself. Blinking, 
flashing, whizzing across the 
planet, Third Wave money is 
information—the basis of 
knowledge. 

Increasingly detached from 
material embodiments, capital 


and money alike change- 
through history, moving by 
stages from totally tangible to 
symbolic and ultimately today 
to its ‘super symbolic’ form. 

This vast sequence of trans¬ 
formations is accompanied by a 
deep shift in belief, almost a 
religious conversion—from a 
trust in permanent, tangible 
things like gold or paper to a 
belief that even the most intan¬ 
gible, ephemeral electronic 
blips can be swapped for goods 
and services. 

Our wealth is a wealth of 
symbols. And so also, to a star¬ 
tling degree, is the power based 
on it.” 

— ^Aivln Toffler, futurist and author, 
from Power Shift 
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“Sign of 
the times: 
More 
American 
boys ages 
six to 11 
recognize... 
Mario 
than 
they do 
Mickey 
Mouse.** 
-(Woman’s 
Day 9/94) 



Tms polygon walks inio a oar 


“A software engineer dies and goes to heaven to be 
evaluated at the pearly gates. ‘Well,’ says St. Peter, 
‘things look pretty good, Programmer. Your sins and 
your good deeds ... balance out. Tell you what—you 
may have your own choice of either heaven or hell.’ 

The engineer, weary of design trade-offs and wary of 
uninformed decisions, asks for more details. ‘Sure,’ 
replies the gatekeeper. ‘Here is the elevator. You can 
ride up to see heaven and down to see hell. Take your 
time and ... choose wisely—there is no turning back!’ 

“So the engineer rides the elevator up and takes a 
look at heaven. He sees the angels playing on their 
harps and the beatific look on the faces of the faithful... 
‘Well, that looks about like what I expected,’ he says to 
himself. ‘Let’s go take a look at the alternative.’ So he 
rides down the elevator to the floor labeled ‘hell’ and 
looks around. To his delight, he finds sandy beaches, 
beautiful women, snowcapped mountains... and parties 
going on all over. Returning to the gates, he has no 
problem informing the gatekeeper of his decision. 
‘Heaven looks fine, but pretty boring ... hell is what 
I’ve always dreamed of! Let me in!’ 

“The gatekeeper hands him an entry pass and the 
engineer goes back down the elevator to take his place 
in hell. But, to his surprise, the sun has gone out, the 
snow has melted and the parties are over. There are 
snakepits ... fire and brimstone, fiends torturing sin¬ 
ners ... ‘Wait!’ [the engineer] cries as two monsters 
haul him off to the chamber of eternal agony. ‘What 
happened to the beach parties, fun, and sunshine I saw 
before?’ 

“‘Oh,’ replies the devil. ‘That was just the demo.”’ 

—Anonymous (Wired 8/94) 

“In a sense, Myst is a beginning. There are many 
things wrong with it, many things that the creators 
would change. But it is the first artifact of CD-ROM 
technology that suggests that a new art form might very 
well be plausible, a kind of puzzle box inside a novel 
inside a painting, only with music. Or something.” 

—Wired (8/94) 

“Cruis’n USA is the new advanced driving simula¬ 
tor from Midway Mfg. It’s available in full-motion and 
stationary cabinets, dual or single player versions. An 
upright will follow ... This is Midway’s first-ever game 
to use the Ultra 64 technology (earlier known as 
‘Project Reality’). It’s also Midway’s first game to 
employ texture-mapping, advanced computer graphics 
on a 3-D polygon system.” 

—RePlay (8/94) 

“Cambridge University physicist Stephen Hawking 
told an audience at a Boston computer show Tuesday 


that computer viruses should be considered a ‘life 
form.’ 

“Hawking said a computer virus fits the definition of 
a living system even though it has no metabolism of its 
own, and is a parasite using the metabolism of a host 
computer. ‘I think computer viruses should count as 
life,’ Hawking said.” 

—Associated Press (8/3/94) 

“AMOA and AAMA people will meet with Dr. 
Arthur Pober, executive director of the Interactive 
Digital Software Ratings Board, at his New York 
offices on August 8. They’ll discuss what kind of infor¬ 
mation and symbols to put into video games’ attract 
mode. In addition to symbols indicating the level of sex 
and violence, games will also carry ‘age-appropriate 
suggestions’ including five different age categories; 
very young kids, a ‘universal’ audience, teens, 

‘mature,’ and restricted to adults. The exact terminolo¬ 
gy to be used for these categories has not been settled 
at press time.” 

—RePlay (8/94) 


“... Jim Clark, founder of Silicon Graphics, has 
decisively parted ways with his old company concern¬ 
ing the information superhighway by forming Mosaic 
Communications. [SGI] is currently working with 
Time-Warner on a trial interactive TV system. By con¬ 
trast, Mosaic Communications is betting on the PC 
and, more specifically, the Internet, as the true super¬ 
highway ... In spite of the apparent unwieldy and even 
chaotic nature of this system, Mr. Clark has said, ‘1 
believe the Internet is the information highway ... I’m 
religious about this. 1 don’t think it is cable televi¬ 
sion.’” 


—The Red Herring (im) 


“The Multimedia, Interactive revolution ... is mostly 
happening in trade shows right now ... if you want to 
make good money, right now, today, don’t go out and 
hire a batch of software engineers. Go hire a 
Convention center and have a trade show, or 
conference. 

“This might be a backlash born of fatigue and jet 
lag, of course... Comdex in Atlanta, followed ... by the 
Digital World Conference in L.A. ... and off to the CES 
in Chicago. Retailers are probably used to it, but the 
Hollywood Powers, Pundits, and Wannabes are getting 
tired and a little frustrated, waiting for tomorrow to get 
here.” 

—Dennis C. Michael 
Entertainment Retailing Industry (7/94) 


by Ed Dille 
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its 

simplest 
form, 
multimedia 
is nothing 
more than 
a fancy 
extension 
of a word 
most of the 
mainstream 
publications 
avoid like 
the plague. 
That 
word is 
*Games. 



So What's Multiiiiiedia, Really? 


Multimedia has finally become a runaway wagon, 
and we need to start watching out for it. Virtually every 
mainstream computer publication has gone overboard 
in their attempts to define and explain multimedia to 
the rest of us. The problem isn’t that multimedia is 
tough to define. The problem is with those who have 
been attempting to define it. Frankly, those of you read¬ 
ing this column know exactly what multimedia is. In its 
simplest form, multimedia is nothing more than a fancy 
extension of a word most of the mainstream publica¬ 
tions avoid like the plague. That word is “Games.” 

Gamers have exploited multimedia software and 
hardware for years and yet, you’d have to search quite 
a while to find any mention of gaming in your average 
computer publication. If this doesn’t qualify as ironic, 
nothing does. How can an industry, eager to keep us all 
on top of multimedia issues, manage to completely 
overlook its most popular incarnation? I’ll bet it’s the 
old attitude that games aren’t serious. Many people still 
won’t admit that their hard disk is bursting with games. 
The problem is that this attitude is hurting gamers in 
the long run. 

Over the years computer hardware changed signifi¬ 
cantly. Sound and video, the two biggest elements of 
multimedia, underwent more than their share of 
change. These changes made it difficult for the average 
user to keep up. As a result we read every professional 
recommendation and opinion we can get our hands on. 
In the computing world the sources of such information 
are limited indeed. Most people end up turning to the 
mainstream publications for hopeful insights. 

Don’t get me wrong, there’s plenty to recommend in 
publications like these but gamers have to understand 
one overwhelming reality: these publications are not 
geared to gamers and our special needs and desires. 
Right now the biggest topic in most computer publica¬ 
tions is Microsoft 'Windows. If it’s not being done in 
Windows, they’re not interested. Frankly any serious 
gamer knows that, in its current incarnation, Windows 
and games don’t mix. Plans are in the works to change 
this, but for now, it’s not a happy marriage. 

Are you in the market for a new video card? Most of 
us have been in the past year. Given that, most of us 
also did a lot of reading about the potential products we 
might buy. However, if you were to base your decision 
on the recommendation of the average computer publi¬ 
cation, you’d most likely have made a bad choice in 
regards to gaming. 

Right now technical publications are most interested 
in tests that involve things like WinMarks. WinMarks 
measure the speed of a card under Windows. Many 
video cards designed with Windows in mind excel at 
such tests but are notoriously slow under DOS which 
also means they’re slow with most games. Video cards 


that did wonders for games like the ATI Graphics Ultra 
Pro received less than stellar grades from these publica¬ 
tions simply on the basis of their performance under 
Windows. 

I can’t remember the last time I saw a video card 
review that even bothered to mention performance with 
top games. And as most of us know, games account for 
some of the most intensive video manipulation possi¬ 
ble. I don’t know about you, but I’m more interested in 
speeding up Links 386 Pro than I am about speeding 
up Excel. 

The sound card side has fared even worse. Most 
publications still don’t get it. To date, well over 85 per¬ 
cent of the sound cards sold have been sold to gamers. 
You’d think this fact would result in gaming having 
some impact on editorial. In one recent sound card sur¬ 
vey a card that was criticized as being a poor choice for 
business audio. It then went on to recommend the card 
for gamers based solely on its claim of Sound Blaster 
compatibility. The irony is that this particular product 
just happens to be one of the least Sound Blaster com¬ 
patible products available. The publication never even 
bothered to check the compatibility claims. In other 
words, it’s not good for business but because it’s a 
sound card, it MUST be good for games, right? 

The Turtle Beach Multisound wins Just about every 
Editor’s Choice award there is. It’s always listed as the 
best card for the business audio market. What business 
audio market? There’s no such thing. It’s as if publica¬ 
tions are so turned off by gaming that they have to 
dream up a completely fictitious market. I can’t tell 
you how often I get mail from people who have read 
these reviews and gone out to buy a Multisound only to 
find out that it’s virtually useless for games. I’m not 
criticizing Turtle Beach either. They have some fantas¬ 
tic products to choose from, but most you’ll never read 
about (like the Maui and Rio) because they’re aimed 
directly at gamers. 

So where do you turn for quality input? The best 
place to start is with other game enthusiasts. Talk to as 
many as you possibly can. Inquire about their experi¬ 
ences with specific products and why they liked or 
disliked them. The odds are that an average gamer will 
have more useful information about a product they use 
than any other editorial source that only gets limited 
use of the same product. 

In the meantime, spread the word that gaming is 
important to you. Publications won’t start to change 
until we’re loud enough to make them hear us. 

Rich Heimlich is president of Top Star, Inc., a quality 
assurance developer specicdizing in entertainment soft¬ 
ware and hardware. He's also a noted authority on 
multimedia issues. The views expressed are his own 
and may not reflect the views of this publication. 
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The Cult of Personauty 


It was only a few months ago, in the April 
issue of EG. that 1 wrote a column called 
“Author! Author!” bemoaning the lack of 
artist-oriented marketing in the electronic 
gaming business. After all, every other form 
of entertainment uses its artists—the writers, 
painters, musicians—as the primary compo¬ 
nent in the product's marketing. People rarely 
purchase books, attend movies, or watch TV 
based on its publisher or production company. 

Yet for decades, game publishers have sold 
consumers millions of dollars in product 



• EARTHWORM JIM 


based solely on the publishers’ identity, 
despite the fact that consumers feel no identi¬ 
fication with faceless corporations. 

When I wrote that column, it seemed like 
just another go-round on a familiar hobby 
horse; I have been singing this song, after all, 
for over 15 years and it never seemed to make 
an impression. In fact, it often seemed as if 
the industry was going backward in this 
regard. Back in 1978, Activision became the 
premiere third-party publisher in video gam¬ 
ing by spotlighting its creators (all snatched 
from Atari’s anonymous bosom). On the com¬ 
puter front. Electronic Arts merchandised cre¬ 
ators like Bill Budge as if they were rock 
stars, even sending Bill on a personal appear¬ 
ance tour to plug a computer pinball program. 

Then, gradually, greed and paranoia set in. 
Creators who were treated like stars began to 
act like stars. They were more difficult to 
control and always wanted more money. 

And, of course, there was the old, unrea¬ 
sonable fear that if you build up an author, 
they’ll just be stolen away by a bigger compa¬ 
ny. To this day, Acclaim has a formal policy 
of refusing to divulge the names of the devel¬ 
opers who produce their games—even when 


those names appear on the game intro 
screens! 

But suddenly, at this year’s SCES, there 
was a different wind blowing. Its two most 
spectacular manifestations were Alexey 
Pajitnov and David Perry, but small, persistent 
cults of personality have sprung up all over 
the industry. Like holes in the dam, we will 
soon see the entire facade give way before a 
torrent of consumer curiosity. 

Suddenly, Alexey—perhaps the best-known 
creator in the entire industry—is “hosting” 
and consulting on an entire line of kinetic 
puzzle contests from Spectrum-HoloByte. His 
smiling Russian face appears on the cover of 
every box, accompanied by the immortal 
words: “From the creator of Tetris!” 

“From the creator of—” has been the great 
marketing mainstay of the publishing industry 
since Gutenberg used his first slipsheet. Yet 
only now is the game business discovering the 
power of that sales pitch. Much of the change 
is being forced by the artists themselves— 
bright, ambitious young turks who understand 
the value of self-promotion. David Perry 
made his bones on the cult smash Global 
Gladiators, then had a breakthrough success 
with the Genesis version of Aladdin. On the 
strength of that success, he started his own 
shop. Shiny, and produced the slickest plat¬ 
form game within his considerable power 
(Earthworm Jim). He then took that game to 
the magazines and thumped it like an interac¬ 
tive P.T. Barnum. The next thing you know, 
David’s publi.sher. Playmates, has signed with 
Shiny to produce a line of E.J. toys, and 
there’s now an animated TV show on tap. 

And so David Perry is now a star. Just like 
Virgin musician Tommy Tallarico, whose 
audio CD of video game music is being hyped 
heavily by Capital Records as an experiment 
that could eventually yield major dividends. 

The new generation of interactive entertain¬ 
ment magazines have also helped push cre¬ 
ators. The July issue of Wired featured a 
major spread, with photos, on the Id Software 
team (creators of Wolfenstein 3-D and 
Doom) while the Miller Brothers (Robyn and 
Rand) of Cyan Software (Myst) made the 
cover in August. 

The great wall of creator anonymity is 
crumbling. It’s about time. 


by Bill Kunkel 
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YOURMISSION: 

You control the most agile racer known to man as you fly down the 256 color, 3-D, polygonal- 
shaded landscape at speeds where thought and action are one and mistakes are paid for in 
blood! If you and your Trace Vehicle survive, use your bonus points to modify its armor, 
firepower or speed to suit your style, then jack back into the Net for another Run! 


In Delta V, a new type of Virtual Reality has been brought to the PC! 
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Currently Available on IBM PC 

VGA, minimum 386/33 processor (486/33+ realiy cooks!), minimum 
memory 590K Ram, 2MB EMS memory and high density disk drive 
required. Supports: Roiand™, SoundBlaster and Gravis Ultrasound. 


L612-09-2147 - 17H34.48 

“So chummer, you want to know about runnin? 

“The Net’s the most dangerous cyber-dream you’ll 
ever have, ’cept it’s not a dream. You gotta be ruthless 
and quick, huggin’ the lattice like an Olthan lungworm 
on a Borian air-grazer. Once you jack in, it’s just you 
and your Trace. 

“Like I always said, Netrunnin’ is like a drug, the 
speed gets you higher than a ’ject of Cephilene Blue, 
but a mistake’ll leave you deader than a jacked out 
straightliner. 

“That chum, is as permanent as it gets...” 


-GROTHANJHIR,ex-Netrunner. 
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